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YOUR MAKERS. 


Confront your past at the Weapon X facility, 
using your claws, combo attacks and accelerated 
healing powers in action and stealth scenarios. 


Enter the Realm of Senses, using your 
heightened mutant senses to see scent particles 
and detect heat when tracking enemies. 


Face off with Sabretooth,’ Wendigo; Juggernaut” 
and Magneto,’ while Professor X" and Beast" 
help you search for an antidote to save your life. 
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EXCLUSIVE 
Splinter Cell was the spy game of the year 
for the Xbox. Now the PS2, GameCube, and 
Game Boy Advance are about to be infiltrated. 
GamePro went undercover into China where Ubi 
Soft Shanghai has the game under wraps. Plus, 
check out our review of the PC version. 
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Don't let The Getaway get away from you! This version 
of London is meaner and grittier than yesterday's fish — 
and chips, but you'll emerge unscathed with these tips 


and tactics for the toughest missions. 
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Who says cheaters never prosper? Secrets are revealed 
for Tony Hawk’s Pro Skater 4 (PS2, GameCube, Xbox), 
The Getaway (PS2), The Sims (PS2), Serious Sam (Xbox), 
The Lord of the Rings: The Two Towers (GameCube, 
Xbox), and more! 


Cover art courtesy of Martin Caya, Ubi Soft 
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you have what it takes ір unearth the Heart of the Dragon. 
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Games 

Go to GamePro.com for reviews 
and previews of all the hottest 
games for the PlayStation 2, 
GameCube, Xbox, PC, and 
more, Enter contests to win 
awesome prizes, find the latest 
cheats, print out strategies, 
and chat with a different 
GamePro everyday. 


This Month 


* LamePro Online! 

* The Legend of Zelda: 
The Wind Waker 
(GameCube) 

* Master of Orion 3 (PC) 

* Zone of the Enders: 
The 2" Runner (PS2) 


Entertainment 
Check out the entertainment 
channel for reviews of newly 
released movies, comics, anime, 
toys, and all the latest DVDs. Be 
sure to check out New Comics 
Day every Friday. 

This Month 

* Anime —Spirited Away 

* Movies—Bulletproof Monk 
* Anime —Excel Saga 
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Available Now! 


=> The gang is missing. 
Help Scooby find them 
before he gets hungry. 


Featuring the Scooby-Doo cartoon 
voice actors and special guests. 


P | 12 huge levels based on the 
Á original Scooby-Doo cartoons. 


Encounter 20 classic 
Scooby-Doo villains. 
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A true fan 


Knows the organist and the mascot's real identity. 
Would play for free. 


Has never caught a ball, but always brings a mitt. 


Understands the infield fly rule. 
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Can spot a change-up a mile away. 


Will hug a stranger over a sac fly. 


Can name the farm teams. Double-A, too. Heck, Single-A. 


Can find the shortest hot dog line. 


Only plays HIGH HEAT” 


"This is the only next-generation title that realistically 


{ 
re-creates every facet of the game." E 
— EGM [March 2002) 0 
gt 
“Console baseball's first grand slam." 51 
- OPM (March 2002) in 
W New graphics include all new, motion-captured animations Ы iy 
W New Career and Franchise modes include full Minor Leagues" system т 3 4 a | 
(AAA, АА, А) and unlimited seasons HEA 9 
W Two Un Two Showdown" mode for the ultimate quick game fun y Major League Вазепајї. 
W Improved award-winning controls, A.I., and baseball realism i3 ZERA" 
W Curt Schilling consulted to create 27 individual pitch types 


REAL. BASEBALL. 
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2003: More Games Than Ever! 
Maybe you've seen news reports by 
several mainstream media outlets 
saying that for 2003 the video game 
business is "dead" or hitting "the 
peak of its cycle.” As every GamePro 
knows, that just ain't so. 

NPD, a leading marketing organi- 
zation, tracks sales of video game 
hardware, software, and peripherals. 
In some ways, they are the retail 
sales "bible" of the games business. 
According to their point-of-sale tab- 
ulations, video games are stronger 
than ever. In 2002, the industry en- 
joyed 25 percent growth as it jumped 
from a $9.4 billion business to a $10.3 
billion business. It should be perfectly 
clear that we're talking major bucks 
here...the movie business wishes it 
had it so good! Moreover, Sony, Micro- 
soft, and Nintendo sold more console 
systems than ever in 2002 with Sony 
touting 50 million PS2s in homes 
around the world. 

Of course, any success video game 
companies enjoy is due to the fact 
that all of you are playing games, and 
there are plenty of great ones in this 
issue. Once again, GamePro (specifi- 
cally Four-Eyed Dragon) went the 
extra mile for you, travelling around 
the world to Shanghai, China in search 
of Splinter Cell for the PS2, Game- 
Cube, and Game Boy Advance. We 
are also pleased to present the faithful 
with our latest takes on The Legend 
of Zelda: The Wind Waker (Game- 
Cube), Metal Gear Solid 2 Substance 
(PS2), Unreal Il: The Awakening (РС), 
Soul Calibur 2 (PS2, GameCube, 
Xbox), and, well...a whole lot more. 

We're all playing more games 
than ever, so to paraphrase Mark 
Twain: Reports of our death have 
been greatly exaggerated. 


The GamePros 
Oakland, СА 
letters@gamepro.com 
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Now You're Playing with 
Power... Aren't You? 


A question: If the GameCube is technically capable 
of outperforming the PS2 from both a graphical 
and processing standpoint, then how can it be that 
the slowdown in Tony Hawk’s Pro Skater 4 for the 
GameCube could be hardware-related, as you say 
in your review (раде 152, December 2002)? I have 
seen a lot of game companies that simply do not 
know how to exploit the hardware, and hence, frame 
rates drop, etc. | cannot possibly see this as a hard- 
ware limitation with the GameCube. Neither the PS2’s 
graphical capabilities or raw processing power are 
up to the GameCube specs. And as a computer 
technician who has been in this field for 10 years, І 
really have to disagree on this subject. | do work for 
ІВМ but have nothing to do with the Gekko proces- 
Sor, so please don't think this a rant for IBM or the 
GameCube. | own all three next-gen systems. It 


was the same with the textures for Kelly Slater's 


Pro Surfer-weaker than on the PS2 or Xbox. But 

that isn't a hardware limitation. That's simply lazy 

designing. Other companies have pushed some of 
the limits on the GameCube, and it doesn't even 
sputter. Slowdown on frame rates with the Game- 
Cube is an inexcusable issue with the designer and 
not a hardware flaw. 

> Walt Courtenay-Via Internet 


“If the GameCube is technically capable of outperform- 
ing the PS2 from both a graphical and processing stand- 
point...” Is it? Numbers on paper can be warped to say 
whatever each company wants them to say, and Nintendo 
built custom chips to achieve specific goals, so it's totally 
apples to oranges. That means the proof has to be in the 
actual software—and honestly, that's what most gamers 
are comparing. 

Neversoft has a good track record, and THPS4 is not 
the only GameCube version that's come up a little 
short—the Nintendo versions of both BloodRayne and 
Need for Speed: Hot Pursuit 2 are recent examples that 
lacked visual punch and performance, so a pattern seems 
to be emerging. But if it is a programming deficiency as 
you suggest—and it totally could be —then it's up to 
Nintendo to educate its third-party teams on how to 
make software of equal quality to those teams' own PS2 
and Xbox products. Із the hardware weaker, аге the 
programmers lazy, or are they not getting support from 
Nintendo? That's not the million-dollar question— that's 
the billion-dollar question. 


Anything but Final 


Why is Square making a direct sequel to Final Fan- 
{азу X? Doesn't that contradict the name “Final” 
Fantasy? | think this will destroy the Final Fantasy 
franchise. If they ever make a direct sequel to Final 
Fantasy VIII, РЇЇ never buy a Square game again. 
What do you think about this issue? 

» Ryan Cheeks-Via Internet 


Does a Final Fantasy sequel destroy the “Final” part? 
Honestly, that continuity was shot the moment Square 
made Final Fantasy Il, when you think about it. A story 
continuation is something fans have been begging for for 
years, so it's probably worth trying at least once. If it 
doesn't work out, you won't see Square do any more. 
Guess the best plan is to see how the company handles 
it and then decide whether or not you like it. 


The Triforce Is 
Strong in This One 


This is something I’ve been wondering for a long 
time and | thought, why not ask my school's favorite 
video game magazine? I’ve noticed that in The Leg- 
end of Zelda: The Ocarina of Time, Link and Zelda 
look like twins. They have the same eyes, hair, size, 
and they're probably the exact same age. If you re- 
call, when they first met, Zelda said Link's name 
sounded familiar. Not to mention that they both 
wound up with pieces of the TriForce. However, it 
really all came together in Majora's Mask. Now, I 
know what you're gonna say-Zelda only appeared 
once in the beginning, but that was enough. In that 
scene, Zelda said she felt like she'd known Link for- 
ever. Now 1 want to know just what you have to say 
about all my observations, and please tell me if you 
see anything wrong with my twin theory. 

> BlueDragon37-Runescape 


Hmmm...you've definitely put together some compelling 
evidence of a Luke/Leia sibling situation. Unfortunately, 
the official tale goes that Link and Zelda look familiar to 
each other because, over the years, they are continually 
reincarnated. Each Link and Zelda pair is a new manifes- 
tation of the old spirits. The physical resemblance is 
likely just an art decision, and the TriForce parts...well, 
that's just fate. Duh. 


The TriForce Is 
Strong in This One, Too 


1 have been hearing rumors of a system called 
the TriForce. ! just want to know if it is really a 
system and, if it is, when it is going to be available 
to the public. 

> Chris Eyler-Washington, D.C. 
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JOHN AND КАВЕМ WERE STONED AND HOOKED UP. AFTER SMOKED, THINGS NEVER WOULD HAVE GONE AS FAR AS 
THEY CAME DOWN, THEY REALIZED THAT IF THEY HADN'T THEY DID. THE CONSEQUENCES WILL LAST A LIFETIME. 


STONED DECISIONS ARE STILL DECISIONS. 


YOUR ACTIONS HAVE CONSEQUENCES, LONG AFTER YOU'VE SOBERED UP. 


[k|n|O|u4 (е |48 le] 


THE ANTI-DRUG. 


freevibe.com 


The TriForce exists, but it's not what you think it is. Some rumors floating 
around would have you believe that it's a console that can play PS2, Xbox, 
and GameCube software (hence the “tri” part), but that's simply not true. 
Its really the name of a project that Nintendo, Sega, and Namco аге work- 
ing on together for the arcades—a new coin-operated architecture, based 
on GameCube technology, that they can all use to help revive the flagging 
arcade market. The TriForce features twice as much memory as the Game- 
Cube, and Sega has rewritten the programming tools from Naomi (the 
Dreamcast’s arcade sibling) to work with the TriForce. With three big com- 
panies behind it and familiar tools ready to go, it's more likely that the stan- 
dard will catch on, and standards have helped the arcade business in the 
past. The first two games will be F-Zero AC and a Virtua Striker soccer 
game; watch GamePro's Hot at the Arcades section for future updates. 


idditch: It's in the Game 


Рт a huge Harry Potter fan, and | was wondering if there are any 
plans for a Quidditch sim game. Since EA holds the license to Harry 
Potter and they're the best at sports sims, І would expect it would 
be a good game. 

> John Е Garrett-Benton, AR 


For some Potter fans, the game you describe was the first thing that sprung 
to mind. But when it was brought up to EA last year, the company had no 
plans; it was aiming the Potter games at the younger segment of the market. 
That's kind of a shame, considering how many teen and adult gamers have 
also read and enjoyed the books. It does seem like a natural fit —EA knows 
sports sims, and Quidditch’s rules are all laid out in the novels. Here's hoping 

EA takes advantage of the opportunity before the license runs out. 


quite some time. How come in games like Sonic the Hedgehog, Mega 
Man, and Super Mario (to name just a few), every time you walk into 
an enemy you get hurt, but the enemy doesn't? 

> Cooldude575-Via Internet 


GamePro's editors channeled their decades of collective experience and came 
up with the following lousy answers. "Enemies are always invulnerable in the 

front,” says Tokyo Drifter. “You gotta jump on their head—their Achilles’ 
heel, or if you will, their Achilles’ neck.” Fennec Fox suggests that “enemies 
in video games are warm-blooded creatures—extremely warm blooded 

with an average body temperature of 178 degrees. When you touch them, 
you're actually receiving second-degree burns.” Dan Elektro came up with a 

long-winded analogy invoking, for whatever reason, Jason and the Golden 
Fleece, but it didn't make any sense. D-Pad Destroyer, ever direct, says, “It’s 

because the game hates you.” And Air Hendrix recommends that you not 

talk about tickling your pickle in public. The oracle has spoken. 
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All art becomes the property of 
GamePro magazine. Sorry, we 
cannot return artwork. We will 
accept color photocopies or digital 

Ё scans. Send to artattack@gamepro.com. 
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INCLUDES 
THREE LIMITED EDITION 
OFFICIAL GAME CARDS 


unique campaigns to 
undertake in the quest for 
the Legendary Rose Cards 


Card Movement Battle 
System introduces new and 
е TS - В more advanced strategies 


The Fate of the World is 
in Your Hands 


The balance of power is at stake. Will you choose to side with Yugi 
to reclaim the throne of England or join Seto in his attempts of 
world domination? The creation of your deck is more important 
than ever with the addition of all-new 3D battle systems, enhanced 
fusion and effect systems, and dozens of dueling locations. The 
most advanced Yu-Gi-Oh! game ever comes to the PlayStation®2 
computer entertainment system! 


Mild Violence “ 
www.konami.com/usa PlayStation.e 


1996 KAZUKI TAKAHASHI 
Konami and "The Duelists of the Roses" are trademarks or registered trademarks of KONAMI CORPORATION. ©2003 KONAMI CORPORATION. "PlayStation" and the "PS" Family logo are 
registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. All rights reserved. 


UYERS 


Bv THE WATCH Doc 5 


Are you waiting for your Game Boy Advance 
to come back with an Afterburner light kit 
installed? Gather round, gamers, and hear 
Portablemonopoly.net's tale of woe. 


| was reading on your website awhile ago about Triton Labs’ After- 

burner, and after reading through your installation guide, | decided to 
send my Game Boy Advance to the company you listed: Portablemonopoly.net. 
| paid my $50 plus $7 shipping and handling, and | sent it in a month ago. | have 
still not received my GBA, and І have e-mailed the company numerous times 
with no response. | went on Triton Labs' website and discovered that a few 
people posted on the forums about the crappy job that Portablemonopoly.net 
has been doing. | am writing to find out what | can do to get my Game 
Boy back and that | am upset that GamePro.com recommended such a 
lousy company. 
ScoTT—VIA INTERNET 


Whoa, hold on there, Trigger! The reason for the delays and lack 

of response from Portablemonopoly.net is because they were 
flooded by more orders than they expected. According to James of 
Portablemonopoly.net: “It started back in March 2002. | asked [After- 
burner creator] Adam Curtis how long it would take to install an After- 
burner in a GBA and he quoted 15 minutes, so | started taking orders 
on the Portablemonopoly.net website early March. Being the first online 
site to offer installations, we were flooded with orders, but it didn't really 
hit until the site showed up in game magazines. | asked Adam for a sample 


or something so | could practice the 
installation and be prepared for the 
full order, but in early May we were 
informed that installers would get 
Afterburners only after individual 
orders went out. The delay 
ended up being a little longer than 
two weeks, and we didn't get our first 
order of Afterburners until early June. Before 
the first Afterburners arrived, we had over 200 orders. 

“А$ soon as the information was posted on the site that the Afterburner 
kits had arrived, tons of orders rolled in, but we only received a portion of 
our kits—barely enough to ship out the orders for kits and a few left to 
practice with. It wasn't until then that | realized the installation would take 
longer than 15 minutes since it's not the installation itself that's difficult — 
the challenge is doing the installation without getting dust all over the screen. 

“| was woefully unprepared; until then | didn't have a clue how difficult 
installations would be, and my only installer was a friend who worked only a 
few hours a week at most. | immediately posted there would be a six-week 
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delay and started the search for more installers. | ended up wasting a lot of 
time training individuals who wouldn't stick around to be much help.” 

Apparently, more shipping delays from Triton Labs, more hired and even- 
tually fired help, and a handful of inadequate installations went on to push 
the backorder to eight weeks. James is down but not out, and he's back to a 
one-man show. “Now I'm back to square one, finding installers. Until | find 
some help, I’m responsible for all the installations, e-mail support, new 
employee training, website updates, packing and shipping, all of which is 
very time consuming. 

“Like | tell customers, I’m doing the best | can. This time l'm going to 
hire more installers and we will eventually catch up early spring. Everyone 
that orders eventually does get their Afterburner GBA, it’s just a matter 
of when. Also, all the customer testimonial on the Portablemonopoly.net 
Review page is from actual customers. Some even allowed their e-mail 
address to be posted. You're welcome to e-mail them and ask how they like 
their Afterburner GBA.” 


Гуе had the Sims Vacation for a little over a year now, and at first 

everything worked fine. During the summer, though, whenever | 
tried to install the game it wouldn't finish loading and then an error message 
would come up saying that The Sims is no longer found on my computer. 
One time it asked me to please insert Disk 0 that contains the file data3.cab. 
None of my discs had this (| own all the expansion packs except for Deluxe 
Edition and House Party). Then | had to cancel installation to reinstall, but 
this time it wouldn’t even start up. | keep getting an error message that 
says, “The Sims is currently not installed on this computer. Aborting Instal- 
lation.” But when I look into Drive C, І see that the Sims are still there. 
What's going on?! 


MARIO BROOKS—VIA INTERNET 
A Those .cab files are big archive files that contain all the data for a 
game's installation. Where do you keep files in an office? In a file 
cabinet, of course —hence .cab for the file extension. It sounds like your 
hard disk had either a small error, some Sims files were moved, or there 
was a change in its registry (the file that tells the computer where all the 
other files are located) because the computer can no longer see your Sims 
directory. You know it’s there, but for whatever reason, the game is not 
where the PC thinks it left it. If you installed another hard drive 
and moved the Sims folder over from where it was to the new place, 
then the PC is not going to be able to auto-detect where it went. 
Ultimately, a reinstall will fix this. However, you don’t necessarily 
have to lose your Sims progress—if you copy your UserData folders 
(there may be several; if you have lots of expansion packs installed, 
it could be as many as seven or eight) off to a new location, 
reinstall the game, and then copy them back, you should be 
able to keep your people, houses, and careers in order. If not, 
you'll probably keep some of your progress and you'll be in 
good shape to quickly replace whatever gets lost. But unfortu- 
nately, reinstalling and trying the backup trick is the best way to 
get you back on track. 


At GamePro, listening is what we do 
best. When you have a problem with 
a product or feel you've been ripped 
off, we want to know. Write to: 


Having problems with hardware or 
software from Sony, Nintendo, or 
Microsoft? Here are the customer 
service numbers to call: 


Sony: 800/345-7669 
Nintendo: 800/255-3700 
Microsoft: 800/469-9269 


GamePro’s Buyers Beware 
P.O. Box 22210 

Oakland, CA 94623-2210 
Or e-mail us at: 
buyers_beware.gamepro@ 
gamepro.com 
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LIGHTS......CAMERA......ATTACH!! 
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DIRECTED BY SHAO TING 


In a world where violence and celebrity go hand in hand, one video game beautifully glorifies both. Kung Fu Chaos is the story of director Shao 
Ting’s mad obsession to assemble top 70’s martial artists — throw them onto movie sets and have them beat the duck sauce out of each other. 
With 21 big-budget locations, 8 hot-tempered actors and a cameo by a mystery master, it’s never the same movie—er, game twice. 


Blood 
в www.xbox.com 


мате нито) Microsoft 
Mild language gamexStudios- il | www.kungfuchaos.com 


CONTENT toov Violence 
ESRB 
©2003 Microsoft Corporation. All rights reserved. Microsoft, Xbox, the Xbox logos, and Kung Fu Chaos are either registered trademarks or trademarks of Microsoft Corporation in the United States and/or 


other countries. Other products and company names mentioned herein may be trademarks of their respective owners. This is a parody of a typical 1970's movie poster. The ad does not intentionally represent 
апу specific movies, establishment, or any individual living or deceased. Additionally, the reviews are fictitious, and any perceived connection to an actual movie review is purely coincidental. 


NEW NINTENDO CONSOLE CONFIRMED 


Unnamed machine to debut no sooner than 2005 
GameCube fans swear by their console. However, Nintendo's latest announcement might cause them to simply swear. 

"We are developing a new home video game console with a plan to release the new system around the same time as 
rival makers do,” President Satoru Iwata told Reuters in a recent interview. Based on what's known of Sony and Micro- 
soft's plans, that would put the new system on store shelves in 2005 or 2006. 

The GameCubess sales have been softer than expected. Iwata confirmed that Nintendo will not hit its stated goal of 10 
million units, and software sales were expected to be lower than projected as well. While Microsoft has had to deal with 
its own growing pains, Sony's market lead has only extended. Iwata chalked that up to the PS2's 18-month lead. “The Play- 
Station 2 debuted one-and-a-half years ahead of the GameCube,” he said. “If we had launched the GameCube at the same 
time as the PlayStation 2, the result would have been different. 

"We will get ready for a [new] battle in 2005, although foreign game developers are now saying that rival next-generation 
systems won't come until 2006,” he said. Sony's PlayStation 3 is expected to appear in 2005, while Microsoft CEO Steve 
Ballmer stated publicly several months ago that the Xbox 2 is on track for a 2005 debut. 

In the meantime, Nintendo will focus on Pokémon and stick to its strategy of linking the Game Boy Advance to the 
GameCube for enhanced play options. And while it's not currently planned, Iwata did suggest that a "Cube price cut was 
not out of the question. However, don't expect Nintendo to become a third-party publisher any time soon. "When we 
withdraw from the home game console, that's when we withdraw from the video game business,” Iwata said. 


SEGA'S PETER MOORE GOES TO MICROSOFT 


Sega of America issued a terse announcement in mid-January that Peter Moore, the company's 
president and chief operating officer for the past two years, had offered his resignation to the 
company. One of the driving forces behind the Dreamcast's U.S. launch in 1999, Moore will be 
replaced by Tetsu Kayama, COO of Sega headquarters in Tokyo. “We thank Peter Moore for 
his four years of service at Sega and wish him well in his future endeavors,” Kayama commented 
in Sega's press release. 

However, those "future endeavors" became clear just a few days later: Moore joined Microsoft 
as corporate vice president of retail sales and marketing, a new position created for the 20-year 
video-game veteran. “I am excited to be joining Microsoft at a time when the company's drive 
toward innovation and creativity is at the forefront of its retail and in-home strategy,” Moore said in a release. “In particular, 
| look forward to applying my combined experience in global consumer sales and marketing and the interactive entertain- 
ment industry to enhance the global reach of the Xbox product line.” 

Moore will oversee retail and product operations in Japan and Europe, two markets where the Xbox has been faced 
with some fierce challenges from the competition. Microsoft's PR team recently announced that (according to their figures, 
anyway) the Xbox has finally pulled away from the GameCube to become the number-two console in Europe. In Japan, 
on the other hand, the Xbox is still barely a blip in the marketplace with less than 400,000 consoles sold in its first year. 


MAD CATZ BUYS GAMESHARK (NAME) 


In late January, peripheral and accessories company Mad Catz Interactive acquired the name and website for InterAct's 
popular game cheat utility, GameShark. Under the $5 million deal, Mad Catz planned to keep GameShark products 
rolling into retail stores through March. The company also immediately assumed maintenance duties of GameShark.com, 
the hub of all 'Shark cheat knowledge. 
However, the announcement offers more questions than answers. Mad Catz's deal is for 
the brand name and website only—not the technology. InterAct’s GameShark was a 
licensed and renamed version of the Action Replay, a cheat device created and 
still sold today by Datel in the United Kingdom. However, Datel opened its 
Ce ID) E: first U.S. office in June of 2002 and will soon release the Action Replay 
BREAKER in America independently as competition to the GameShark. The new 
GameShark will be powered by the technology of Fire International, 
which marketed its own device in England (and, briefly, in America) under 
the name Xploder. More confusing still, Fire has been supplying Pelican with 
the Xploder engine for its popular Code Breaker device. Pelican will continue 
development of the Code Breaker in-house. Can three different cheat peripherals 
share the shelves? Watch GamePro Labs for more info as the dust settles. 
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Metroid Movie in 
Development 

Variety recently reported that the movie 
license for the wildly popular Nintendo 
franchise Metroid has been secured. 
Warren Zide and Craig Perry, the pro- 
ducers of such Hollywood franchises as 
American Pie and Final Destination, have 
bought the rights to make a Metroid 
feature film but have not 

any names to it. Given the loo 

of recent adaptations from video game 
to film, nothing is certain about how 
closely the movie will adhere to the 
Metroid universe. While Samus will 
most likely stay female and the villains 
will probably be space pirates, there 
are no guarantees in such a project 
(remember Super Mario Brothers?). The 
faithfulness of the translation will d 
pend on the writer and dire and 
neither role has yet been filled —and 
there has barely even been enough 


time for rumors to start about who, 


Xbox Gets Budget Lineup 
Microsoft recently (and very quietly) 
launched its Xbox Platinum Hits рѓо- 


gram, a line of PS2 Greatest Hits-style 


budget re-releases of top-selling titles. 


The first two games in the Platinum 
library, Max Payne and Project Gotham 
Racing, should be available online and 
in retail shops at their reduced rates a 
you read this. The exact price of Plat- 
inum games varies—Max Payne is set at 
$29.99, while Proj 
just $19.99. Al 


at press time concerning what r 


Gotham Racing is 


wasn't any word 


can be a part of Місг 
brary (Greatest Hits for the P 
instance, usually must hit a 

of 400,000 before joining the 


Check your local 


NEC Back in Games 
Remember the TurboGrafx-16? Old- 
School gamers will—it was the first 
n, predating both the 
is and the Super Nintendo. 
The ТС-165 publisher, NEC, announced 
in early February its triumphant—and 
immediate—return to the game in- 
dustry. However, NEC is not back as 
а hardw. publisher; the new NE! 
Interchannel division will create soft- 
ware for the PS2, GameCube, and 
Xbox. Headed by former senior vice 
president of Capcom Entertainment, 
Clint Kurahashi, МЕС Interc 
ected to release its first product, 
а futuristic GameCube racer called 


Tube Slider, in February, 
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Hip Gear Hip ScreenPad 
Rating: 3.5 

Wanna see something really cool? The Hip 
ScreenPad (available for the GameCube and 
Xbox as well as the PS2) merges a full-featured 
gamepad with a hinged, 2.6" LCD screen and stereo 
speakers. Brightness and contrast are easy to 
adjust and the color is extremely robust, but the 
tiny TFT screen makes menus and text damn near 
impossible to read (fine for DVDs, but so long 
RPGs). However, the speakers are surprisingly 


clear and loud for their size, while the pleasantly stiff directional pad and non- 
mushy buttons offer accurate control. It's also easy to set up and very well 
engineered as a portable solution (even if you do need to plug it into an AC 
adapter), but ultimately, it comes down to the fact that the screen is too small 
to be really functional on a wide variety of games. The Hip ScreenPad is definitely 


impressive but almost feels too tiny for its own good.—Dan Elektro 


Price: $99.99. Contact: Hip Gear, 800/350-8256, 
www.hipgearproducts.com 


XGaming X-Arcade Solo 

Rating: 5.0 

If the two-player ver- <ofircade 
sion of the X-Arcade 

is too expensive or F 
bulky, the Solo may 

make things easier 

on your desk space 

and your wallet. The 

single-player version is 

just as strong, sleek, and stupendous as its bigger brother with an 
authentic arcade joystick and 11 (!) buttons, configurable however you 
like. The Solo includes one console adapter of your choice, making 
your retro reissues and fighting games better than ever (and PC proj- 
ects like MAME stunningly authentic). Extra console adapters are just 
$20 a pop, and considering the quality construction and universal 
applications, it's worth the investment— but if you're really, really 
hardcore, you'll still want the two-player model just for killer rounds 
of Robotron 2084.—Bad Hare 


Price: $99.95. Contact: XGaming, 866/942-6464, 
www.xgaming.com 


HIDDEN CHARACTERS 


GAMEPRO APRIL 2003 


Grand Theft Auto: Vice City 


Dragon Ball Z Budokai 


Madden NFL 2003 


Tom Clancy’s Splinter Cell 


5 The Lord of the Rings: 
The Two Towers 


PlayStation 2 


Kingdom Hearts 


PlayStation 2. Square EA 


eta th с irs Galaxies... Star Wars Galaxies... Four-Eyed 


Dragon went all the way to Shanghai to get the scoop 
on Splinter Cell for this month's cover story. He had the unique experience of being an 
American in China in a room full of Italian, German, Dutch, and Korean journalists speak- 
ing to a French producer—and everyone in the room was speaking broken English. Except 
Dragon, of course. • If you're bummed that your parents won't let you play Grand Theft 
Auto because you're not old enough, take heart— our supastar web programmer FTPoed 
couldn't convince his mom to buy it for him either. He's 30. * You know it's only a matter 
of time before TNN's SlamBall becomes a video game. It's predestined. Here's hoping it 
won't suck. * Thanks to Chris ас T&T for supplying us with, um, some fun goodies. Specs 
Appeal is the office favorite. * In case you were wondering, after all the hype died down, 
the non-topless BMX XXX on the PS2 was outsold at retail by...Disney Golf. * Immedi- 
ately after we plugged PVPonline.com in Static, Image Comics said that it was picking up 
the strip for a monthly book. See? We told you it was good. Now go read іг. * By the way, 
if you're still working on the GamePro Enigma from last issue, you still have time—but 
not much. Entries must be postmarked by March 31. See last issue for all the info, and 
check out the discussions on the GamePro Forum if you want to see what other people 
have discovered. While you're there, try to ignore the silly people who claimed they 
would rather have a free game than а custom leather jacket worth close to 10 times that 
much. Hey, if they don’t want it, that's one less person you have to outwit, right? * It was 
beyond cool to see the Dr. Zombie and Dan Elektro action figures pop up in ToyFare. 
However, due to a goof on the photo caption, people won't stop calling Dan “Get Real 
Girl Nakia" Speaking of which, if you have not been able to find the GamePro editor 
action figures, log on to www.diecastexpress.com (JoyRide's official e-commerce site) or 
keep an eye on eBay. * The Readers' Choice Awards have ended, and the votes are being 
tallied. Look for the results in the next issue. * Enter the Matrix...Enter the Matrix 
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THREE HAIRY NORSEMEN 
SET THE STAGE 


FOR A TRADITION 


OF GREAT GAMING. 


THE BLIZZARD CLASSIC RETURNS. 


Now ON GAME Boy” ADVANCE. 
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SONY ONLINE 
ENTERTAINMENT 


Skylar 


www.everquest.com/eqoa 


INTERNET CONNECTION REQUIRED. 
Blood 3 ADDITIONAL SUBSCRIPTION FEES REQUIRED 


Suggestive Themes 


Violence & 
CONTENT RATED BY á Online play requires Internet connection ond Network Adaptor (sold separately). 
ESRB 7 EverQuest is о registered trademark and Online Adventures and the Online icon are trademarks of Sony Computer Entertainment America Inc. SOE and the SOE logo 
cre registred trademarks of Sony Online Entertainment Inc. © 2002 Sony Computer Entertainment America Inc. Al rights reserved. “PlayStation” and he “PS” 
Family logo are registered trademarks of Sony Computer Entertinment Americo Inc. The ratings соп is o registered trademark of the Interactive Digitol Software 
Association, All other trademarks ore properties of their respective owners. 


Game Experience May 
Change During Online Play. 


ll Rights Reserved. Ubi Soft and the Ubi Soft logo are trademarks of Ubi Soft Entertainment in the U.S, and/or other countries. Rayman is a registered trademark Б! Ubi Soft 
"and the Xbox Logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. andlor in other countries and are used under license (тойу Microsoft. 
E are registered trademarks of Sony Computer Entertainment Inc. TM, ®, Game Boy Advance, and the Nintendo GameCube logo are trademarks of Ninte 


PLUNGE into 56 ENORMOUS 
levels and WHIP OUT 
all new powers & gear like 
the Heavy Metal Fist and LockJaw 
to battle the GARGANTUAN 
Hoodlum Army led by MASSIVE 
transforming bosses. 


Violence Ы 1 
Comic Mischief | 


www.rayman3.com 


| ш | ЕР) ТОМ CLANCY'S SPLINTER CELL | à 
E 7 


AMEPRO EXCLUSIV! | 
The Splinter Cell warfare doctrine suggests that direct action on / 
every platform should result in only а positive outcome. The 
Xbox version of Ubi Soft's hit action/stealth thriller clearly 
succeeded by following this principle, and so far, the 
PlayStation 2 version is following suit. By Four-Eyed Dragon 
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Ike him to a nuclear plant, where he must first infiltrate the structure, then trigger a nuclear meltdown. 


Sam Fisher's new mission will tal 
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tion pue Cell will feature sharp and 

“tantalizing lighting 
AMMO MITILLE Болт Looks 
ГР] concerned. "We knew it wouldn't 
be a walk in the park,” says the co- 
producer of Tom Clancy's Splinter Cell 
for the PlayStation 2. "We have high- 
quality expectations from both the 
“PlayStation 2 audience and the senior 
heads of Ubi Soft.” It’s a point being 
driven home to her development 
team as it feverishly finishes the last common soldier, split jumping will 
few lines of code in preparation for help you keep your cover from un- 
a March release. suspecting patrols. ж 

If the pressure is palpable, it's also understandable. According to NPD/TRSTS 
(a leading source of video game data research), over 850,000 units of Splinter 
Cell for the Xbox have been sold since its launch in November 2002 through 
the end of December. And it wasn't just outstanding reviews of the game 
that helped it sell through the roof. Splinter Cell catapulted gaming to the 
next level, revolutionizing espionage gameplay in ways that could be felt 
throughout the entire game. But the second mission is always harder than 
the first— can Ubi Soft repeat the same programming insurgency with 
Splinter Cell on the PlayStation 2? 


m 
г; 


Although not recommended for the 
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ANAS IME 3F un 

E release of Splinter Cell on the Xbox marked a high point for Xbox 
gamers. This was the system's first original stealth action/adventure that not 
only looked phenomenal but also played brilliantly within the cloak-and- 
dagger world of Tom 
Clancy. The game has 
even outsold the once 
untouchable Metal Gear 
series, far surpassing | 
Metal Gear Solid 2 Sub- 
stance (Splinter Cell’s | 
closest competitor on 
the Xbox) without any 
sign of slowing down. 

Surprisingly, though, 
Ubi Soft chose not to 
use the original Splinter 
Cell developm« 
(Ubi Soft Mon 


“Many of the [visual] inspirations came from archi- 
tecture books, all of the Tom Clancy movies, and black 
and white movies," says The Chin Ngo, Splinter Cell's 


37 3 CL amn mm нта cor 
UFERATION N DURING rngksDurt 

At around the end of spring, Splinter Cell will have simultaneously infiltrated 
Nintendo's two largest enterprises: the GameCube and the Game Boy 
Advance. At press time, little was known about the GBA edition except 
that it will carry the same story and take place in the same areas as the 
Xbox game. The main feature, however, will be its gameplay partnership with 
the GameCube version. Once connected to the ‘Cube, the GBA screen will 
turn into an overhead radar system, enabling you to see nearby enemies, 
remotely access computers, and set off weapons as you play through the 
GameCube Splinter Cell. Even better, once the GBA version is connected 
with the GameCube, a brand-new weapon, the Sticky Bomb, will be available. 
The bomb can be attached to anything, even people, then remotely set off 
by pressing a button on the GBA. 

Besides the GBA enhancements, the GameCube version of Splinter Cell 
also promises not to deviate from the basic story line. However, unlike the 
original game, the 'Cube version will include extra missions, which will test 
your familiarity with the less-used equipment and acrobatic moves like the 
wall mines and split jump. Setting up the button configuration for this ver- 
sion will be Ubi Soft's biggest challenge since there are fewer buttons on 
the GameCube controller than on the Xbox and PlayStation 2 controllers. 
Despite the streamlined controls, however, an early build of the game still 
played smoothly. Even the graphics were vivid with detail. Look for more 
info on both of these games in a future issue of GamePro. 


New cinematics have been added to 
tell the story of international policy- 
making in the Splinter Cell world. 


Splinter Cell's use of nightvision not 
only helps you navigate through dark 
areas, but it also looks great. 
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TOM CLANCY'S SPLINTER CELL 


You can expect attention to small de- 
tail in Splinter Cell's graphics, like the 
hot air surrounding flames. 


Using the left analog stick to pick locks 
remains a great gameplay innovation 
in Splinter Cell. 


ames omen rr 
эг Ет CELL Faunce 

Extending his reach into wireless gaming this spring, Sam Fisher is about to 

infiltrate the latest mobile phones from Motorola, LG, and Nokia. Gameloft 
(a sister company of Ubi Soft) has already made distribution agreements with 
Verizon Wireless, AT&T Wireless, and Cingular to let players on the go 

experience clandestine operations with Tom Clancy's Splinter Cell. Check 
out www.gameloft.com to see if your carrier is brave enough to put the 
next-generation soldier in your hands. 


port the game to the PlayStation 2. 
The Splinter Cell PlayStation 2 team 
is stationed across the world in 
Shanghai, China, and is made up of 
80-plus people from five countries, 
including France and Canada. These 
aren't rookies to the industry, how- 
ever. Set up in 1996, the Shanghai 
office has worked on PlayStation 
and PlayStation 2 titles like Fl '99, 


Although it's a basic ple of equip- 
ment, the addition of binoculars will 
Rayman 2 and 3, and Ghost Recon. help you make better scouting assess- 
With this résumé, the Shanghai ments of enemy movement, 


office seems more than experienced enough to bring Splinter Cell to the 
PlayStation 2. But don't expect a direct port of the game, either. 

“The [PlayStation 2] audience is not the same [as the Xbox audience], so 
we worked with care to fit the very high expectations and skills of the Play- 
Station 2 [gamer],” explains Doat. "We've included a new gadget, introduced а 
higher difference between the two levels of difficulty in the game, and pushed 
the game's immersion to the maximum." 


SHADOW WARRIOR 


That “immersion” begins with a compelling story line. In Splinter Cell, you 
take control of Sam Fisher, a field operative for a super-secret program 
within America's National Security Agency. Sam's adventure starts in the 
Georgian capital Tbilisi as he tries to locate missing CIA agents. When 
the CIA agents turn up dead, Sam is then sent to infiltrate CIA head- 
quarters, a Chinese embassy, and other heavily secured buildings and — | 
structures across the world to stop a crazed terrorist group bent on 
starting a nuclear conflict. 
“Our goal is to create environments as real as possible so that players 
will believe that they are actually in the environment,” explains The Chin Ngo, 
artistic director of Splinter Cell PlayStation 2. Ngo speaks of a challenge that 
the Xbox team faced, but he feels adamant, as does the rest of the PlayStation 
2 group, that the game will look as 
sharp as it does on the Xbox. Ngo 
is also quick to point out that every 
part of the PlayStation 2 version has 
been redrawn by hand so that 
everything you see looks authentic. 


y^ 


d 


There will now be an alarm meter that 
enables you to see how many alerts 
you've gx during each mission. 


If you 96 over the limit, you'll have to 


start over from the last checkpoint. 


“We wanted to make the A.l. as simple as possible, 
but we also wanted to avoid useless A.l. random- " 


ness, which could cause frustration with players," ex- 

plains Frederic Blais, Splinter Cell's A.l. programmer. 
“Games like Half-Life provided good examples of 

what we wanted to deliver to the player-a good mix 
of generic and scripted Al.” 


You can take aim at terrorists as you 
rappel down buildings. 
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e MEGAMAN KICKS OFF HIS e 
15th ANNIVERSARY CELEBRATION 


Join 

Mega Man 

and Bass's fight 

for humankind as you face off with 


. " 5 С 
the newest menace in town, Robot King. He's Anniv? 
captured all of the data plans for Dr. Wily's Peli ман ше Battle Moves & Ето 

. Б : lay as Either Mega 'eapons: Double Jumps efeat Robot Masters 
creations in order to crush and dominate all BE & Charge-Ub. Bison? to Open More Paths 


humans. Mega Man and Bass set out separately 
to stop him, but only one may succeed! 


| 


| ^ 


EVERYONE 
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| (СӘ) TOM CLANCY'S SPLINTER CELL 


| =, He attributes this look to Splinter Cells now trademark game engine: “Тһе key to creating a realistic environ- 
әле \ ment is the light system, which can achieve better environments with shadowing on characters and objects.’ 
e A hands-on version of Splinter Cell showed off the detail Ngo seeks. Although a bit smaller in layout, 
Т " the amount of detail in all 1 original levels remains impressive. Amazing lighting effects abound, from swing- 
~ ing light fixtures to Sam's real-time shadows. A temporary blur effect when gazing through the rifle scope 
ES and a hazy gray look when nightvision is activated also add visual detail to the game. 


С жы кез м м ш дю ға е жәе лен нат amm ar 


EULUIFTIEIY 7 СНЕС 
А То further enhance the feeling of realism, Sam Fisher uses hi-tech weapons and gadgetry that are 
Ж / currently being tested by actual Special Forces groups around the world. Sam's primary weapon is 
| a modular rifle that can shoot both lethal and non-lethal rounds. Also at his fingertips are a fiber-optic 
„ Camera to peek under doors and remote cameras to keep an eye on enemy movement. Binoculars, ап 
f Al unlikely addition to Sam's bag of tricks for the PlayStation 2 version, are available, too. With them, you сап 
1 scope out soldiers from afar, something that could only be done through the gun's scope on the Xbox 
^ \ version. Having immediate access to the binoculars without first having to go through Sam's inventory 
proved extremely helpful in the previewable version of the game. 
Binoculars, though, won't be the biggest. addition to the PlayStation 2 version. A new exclusive level 
will also be incl f. it, Sam must trigger a meltdown at a nuclear plant located in Russia's frozen waste- Ubi T Shanghai has accepted the 
| land. Outside he'll wear his new all-white garb to remain unseen in the snow. Once inside, he'll have ETE A оюн 
to use his кре skills to interrogate hostiles and silently take out enemies to complete the objective. 


t ( | шди леано дана AD ш DN ла лап аны шш ла ана иь 
) ЮУ UNN mnm, Г". ғклу HARD 
Тһе addition of binoculars and an extra level may not seem like much, but for PlayStation 2 gamers who've yet to play Splinter Cell, they 
are part of an awesome action/stealth experience. That alone should satisfy the high expectations that Ubi Soft Shanghai is facing. But more 
important i is the Meuse) of the Shanghai team, “We don't work for comparison's sake,’ says Doat. "We work for the enjoyment of the 


\ 3 PlayStation 2 community.’ 
[ 
i #2. THE RIVETING STEALTH action of Splinter Cell gave the Xbox its k Tom Clancys _ Recommended 
biggest hit of the holiday season, and this fluid port gives PC gamers a System specs 
chance to experience its gripping black-ops caper for themselves. = L "IN Windows 98/ME/2000/XP 


шанаш ати, Lond Pentium Ш | GH: 
THE FIFTH FREEDOTT € E HN TERRAE RENE vy NR 
| — 


For the uninitiated, Splinter Cell inserts you into the nightvision goggles of Sam Fisher, a solo 256 MBIRAM 
operative of the National Security Agency who must break the backbone of worldwide political crisis by infiltrating enemy outposts. 2.1 GB on HD 
The gameplay succeeds brilliantly, immersing you in the challenge of sneaking through hostile territory, deploying awesome gadgets 64 MB video card 
like fiber-optic cameras, and getting the drop on unsuspecting enemies. 

The lone criticism is that completing your appointed tasks 
sometimes involves frustrating try-die-repeat cycles. But if 
you're the sort of person who enjoys the almost puzzle-like 
challenge, you won't even notice. Visually, the game is just 
beautiful—the eye-popping lighting in particular is remarkable. 
The audio also shines, especially Michael Ironside's fine voice 
acting (he plays Sam). 


mm ағна т ш ш 


LICENSED TU HILL... QUIETLY 
As far as the levels and their layouts, the PC version of Splinter 
; : j Gel is an exact copy of the Xbox а Some differences PROTIP: When on roofs, ince Wer vents dnd 
PROTIP: Before crossing the thermal minefield |! the controls are both necessary and obvious, and keyboard/ other objects that Sam can use to rappel down 
in the Abattoir level, climb the fence and snipe mouse fans will enjoy that setup. The downside is that with- ^ the building. 
the two guards patrolling near the spotlights. out an analog joystick to indicate whether Sam creeps, walks, or runs, players must use the mouse wheel. 
Granted, it’s the only logical solution, but it's quite clumsy. Picking locks is 
also inelegant, requiring much stabbing at the keyboard— overall, the Xbox 
version controls better. A major plus on the PC side, though, is the ability 
to save anytime. 

In the final analysis, Splinter Cell makes for a fine PC game. If you 
weren't able to infiltrate Sam's world on the Xbox, this excellent port 
provides a can't-miss opportunity. /2 


Developed and published by Ubi Soft 
$49.99 Action 


PROTIP: When sliding down a cable, PROTIP: Once you capture an enemy, 
tap Crouch to tuck Sam's legs up and maneuver them into a dark corner be- 
ensure a quiet landing. fore knocking them out. 


Available now ті player 


BY AIR HENDRIX 
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IT WAS FUNNIER LAST YEAR TT So 

e Winona Ryder and the | 
Kleptomaniactress Shoplitticus: 

• Lott: Shattered Senator, 

е Yu-Gi-Osbournes, | 


е Mary-Kate and Д5 y 
Sweet 16: Two Years To @0 


* Resident Evil —5: 
The Real Beginning 


The real ape escape! 


GRAND THEFT 
MONKEY BALL 


Flush Hour! " 


p нату Potter and the 
Porcelain Throne 


ту ` Stinx: The Time Pooper 


PXOKOLRNews 


1 have a few questions. Why does every staff 
member at Game Ho badmouth the Dreamcast 
зо much? It is just as good as the PS2. Why do 
you guys praise the PlayStation 2? It is a piece 
of crap, and so are all of you. Yeah, you heard 
me-your magazine sux. Ра rather read Reader's 
Digest. The Xbox and Dreamcast rule, and the 
PS2 sux. You all probably live at home with your 
moms and play video games 24/7. If you don't 
respond, you're a buncha wussies! 

> Jon-address unknown 


In your article about 18 Wheeler: American Pro 
Trucker, you said that it will be a hot ride for all 
the good buddies out there. My dad, who is a 
truck driver, said that a good buddy is another 
word for a homosexual. 

> Duke357mag-Via Internet 


І really enjoy your 16-bit section. | was put i 
prison about a week after 1 bought a Super 
NES, so | didn't get to play it much. І hope to 
get cleared of these ridiculous charges soon, 
and this section helps me keep in touch with 
the games РІ be playing when I get out. Keep 
up the excellent work. 

» James Genrich #80768-Canon City, CO 


Hey, if | turn in a handgun to you, сап І have 
a T-shirt? 
> Izaak Erickson-Woodinville, WA 


Cancel this subscription immediately. The 
[Seaman] Sega Dreamcast ad on pages 38 
and 39 of your August 2000 issue is sick, and 
your magazine is sick. It is filth like this that 
is abusing and jeopardizing the First Amend- 
ment rights for legitimate media. 

> B. Wilson-Apple Valley, MN 


Also in this issue 


Tetris Goes Cel-Shaded 


The Lord of the Rings Cliffs Notes 
To Be Made Into Game 


LamePro Editor Bobbleheads 


How To Get a Job as a 
Game Company Janitor 
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BANJO, KAZOOIE SPLIT UP 


“I'm tired of carrying him," says Kazooie 
Spokesgrublins for the popular game mascots Banjo and Kazooie announced 


this month that the bear-bird duo have officially split up. The pair starred 


together in two best-selling titles for the Nintendo 64, but now 


their fabled romance has ended. 
“Рт tired of carrying him,” said Kazooie at a recent press v 


conference. "Anytime he needed to get across a pit of fiery lava ( 

or glide over a pool of snapping Snackers, | spread my wings to \ 

help him fly. In return, he always kept me prisoner in his back- = 

pack. Do you know what else he kept in that backpack? Let's 

just say he made Grunthilda look like Cleany McSpotless. And 

just who is this “Tooie, anyway?" Уй 
To this, Banjo replied, “Baw bah bah baw bah bah bah.” 


“Get your paws off me!” 


VICE CITY BANS VIOLENT GAMES 


Vice City took strong action this week by enacting a 
city-wide ban of violent video games. “Take a look 
around and it's clear— Vice City's problems all stem 
from these amoral leisure activities,” said congressman 
Alex Shrub from his headquarters in Vice Point. “Game 
machines like the Degenatron are aptly named—a 
left-wing conspiracy to dull our children’s minds and 
train them for the future—a future of debauchery 
and evil.” 

Shrub singled out the popular title Pogo the Monkey 
as a key offender. With its gameplay goals of killing 
scientists and becoming President of the United States, 
Shrub said Pogo “teaches children that simians with 
springs for legs are somehow not only acceptable but 
desirable, and that they could one day run for political 
office" Shrub says the game also promotes "an un- 
healthy lust for fast cars and big watches.” 


FUTURE RUINED AS NINTENDO 
UNVEILS LATEST ZELDA DESIGN 


At the 2003 Tokyo Happy Fun Fun Forever Magic Party Show, 


Nintendo shocked the world when it unveiled footage from the 

next Legend of Zelda game. A far cry from the decidedly more 
"mature" teaser shown at Super Lucky Secret Wish of the Heart 
Expo 2002, the new Link shown in the trailer was sculpted entirely 


2 x 


* 


out of Play-Doh. Watch LamePro for more updates, 
assuming the lead character does not get acciden- 
tally smooshed during development. 


“Zelda?” said one irate fan. ps 
“More like Zel-Doh.” 


(LAMECUBE PROREVIEWS 


Daredevil: Blind Ambition Tony Hoffman's Ultimate 
ava MUR O Aggressive Xtreme Outlaw 
але у Чогаал нс 
first-person shooter as crime-fighting Set Evolution Ultra Nasty 
super-lawyer Matt Murdoch may seem Frea kfly Ы а rd core Fu n ky 


appealing at first glance, look deeper 


and you'll see Daredevil lacks a co- Asphalt Gravity Off-Road 

herent vision. The developers didn't PROTIP: To disarm Kingpin's o-Mega Яна? 

have the foresight to include а mid- , Bomb, press 5, 17, 8, 5 оп {һе keypad Hollywood Super Smackin 
behind these crates. Watch out for Bulls- 


level save feature.. increasing either eye's laser sight-it сап be easy to miss Raw U rb an Viciou s Vi rtu al 


the challenge factor or just the an- E 5 

noying factor, depending on your Vertical Professional Lethal 
Beach Freestyle Massively 

Solid Jumping Controls...the lack of 

a player shadow is an obvious over- 

could have been, though anyone can BEI IE Ode ENS Wrath of the Ya kuza M IS- 

1 P E lay “Lights Out!” mode for adde: H m 

see that this game has ‘Xbox Live”. ° hajlenge-a four-player deathmatch sions U n leashed On | іпе 

developers, apparently. Luckily, the brilliant Dolby Digital 5.1 sound effects 1 1 í r. 

more than compensate for the lack of creative vision. (4 шор sors game vets Bu now Eea 


viewpoint. And the Man Without 
Fear? More like the Man Without 
Unreal Deadly Street Jam 

sight. Only the four-player death- Challen e XXX 2: Insane 

8 у p'aye 
match mode offers a glimpse at what 
written all over it in big, bright, flash- (һа! takes place entirely іп the dark! Wow! THUAXOQGSJSEUNFHFAGORHSS- 
E apud niit RUVVVPLBFMUDSJCXXX2 1s the most hardcore р ` Ж 


ТІР: Бас! 


m Developed by Detached Retina Ё eveloped by Over and Overkill 

m Published by Lackovision 55% ublished by Totally Awesomesoft © 
E First-person ven > 79.99 m Extreeeeeeme 

m Available now | Shooter ; Ж mAvailable then Sports 


=I player 0.0/5.5/3.0/ 2.5 =2 players 


BY DANIELLELEKTRO 


* Received by thousands— read by dozens! 

* More pointless pictures of the editors than any other magazine! 
* The highest circulation of any free retail newsletter! 

* Get It —Whether You Want It or Not 


WEAK PREVIEWS 


Grand Theft Monkey Ball 


3 e ы] AN INFINITE NUMBER of monkeys working оп an infinite 
number of PainStation 2 development kits couldn't come up 
with a better idea than this! Players will take on the role of 
Ape Vigoda, fresh out of the zoo, armed with a banana can- 
non, and ready to cause more trouble than a shotgun barrel 
full of monkeys. You'll help our hero cruise around town, jack 
monkey balls {гот unsuspecting primates, and Dole out his 
own brand of justice in the urban jungle. The freedom to 
roll anywhere at any time will be enhanced by a streaming 
UD soundtrack full of 

mau | |715 t hours upon hours of screeching orangutans. Dozens of permanently locked 
mini-games will include hijacking a banana boat, picking off and eating insects 
from the scalps of key targets, and flinging feces at random passersby. (4 


BY SISTER BUZZ 


Developed by Dole 
Published by Crockstar 
Target release date: Mating Season 


HANDS WITH OPPOSABLE THUMBS ON 


Рамбтатон 2 


AARP Xtreme Beach Volleyball 


Он my stars "n garters! You said it couldn't be done, but Wreckmo’ is ready to chal- 
lenge your beliefs—and your eyes—with AARP Xtreme Beach Volleyball. AARPX will 

) feature a roster of players made up of your favorite characters from the venerable 

‚ fighting series Dead or About To Be— but this time those bodacious biddies are 

taking it to the net for some hardcore Xtreme beach ‘ball action. Will your favorite 

mature matriarch make it to the top? It Depends! 

Of course, there’s more to do on Dick Clark Island than just volleyball. When 
fa you get bored of bouncing, you'll be able to head into the casino (which has nothing 
À but rows and rows of slot machines) or go shopping for such accessories 

as adult diapers, support hose, 
muumuus, and more. If this isn't 
Xtreme enough for you, you need 
to update your life insurance. (4 


mm 
PURSE $32.08 Developed by The Greatest Gener: 


ПЕС В | | Published by Wreckmo’ 


s ) АҒ! f а Target release date: Fall 1935 
5 Ё 


Some Damn RTS 


OKAY, so IF you're tired of all the cookie-cutter RTS games 
out there, stop reading now because here comes Some Damn 

RTS or another. You'll take control of one of two, three, or four 
not-really-all-that-different armies and gather some sort of re- 
source or something that magically somehow turns into build- 
ings and units. A vaguely 3D camera will reveal the utter lack of 


eensy-teeny cartoon guys to march to their deaths at your command. Some Damn RTS is 
based either on a historical period in Earth's past in which there was probably a war % 
going on or something, or some thinly contrived fantasy world ЗМ 
with monsters and elves and stuff. You probably don't care, but 28 
Some Damn RTS is ready to overtax your PC's system resources 
in April or August of 2003 or 2004. (9 


Developed by A Bunch of Europeans 

Published by Whateversoft 

Target release date: Spring/Summer 2003 or 2004 

VAGUE LOOK 
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TA 
t'a reed It? 


i3 I 
You've gat one life. Make it count. Check out the 
Life Accelerator at пауч.сот ar call 1-800- USA-NAVY. 


© 2001. Paid for by the U.S. Navy. All rights reserved. | 


MLB Slugfest 
Better Than Real 


PlayStation.2 «В. ж (€; GAME BOY ADVANCE 
В БӘ КНЕН 


Loads of ALL-MEW features like individual MLB™ Ferocious adrenaline-style play lets you go in Pit your favorite MLB™ players in an ALL-NEW Моге than 1,500 dazzling animations offer flawless 
player batting stances and pitching deliveries. Spikes high; then, relive it from any angle Home Run Derby” and square off against the running, fielding, hitting and pitching action. 
with the new customizable instant replay. most feared long ball hitters in the league. 


EVERYONE MIDWAY 
Comic Mischief =) 


L^ EX Game preview at www.midwaysports.net — 


SPORTS 


Violence 


‘RATING PENDING 
Visit www.esrb.org or 


call 1-800-771-3772 PlayStation. 


for Rating Information.) 


е 


Do something. Fight for money, power and respect іп the 


underground. The battle begins at defjamvendetta.com. қ А 


PO ERGREVIEWS 


Recommended 
System Specs 


Windows 98/ME/2000/XP 
Pentium III 1.2 GHz 


384 MB RAM 


TEE AWAKENING 


64 MB video card HE ORIGINAL UNREAL showed the entire gaming world the definition 
E of sweet graphics, great gameplay, and topnotch game design — but that was 
years ago. Now Unreal Il sets out to redefine PC gaming again, and it succeeds with 
flair—as long as you have the system to run it. 


3 GB on HD 


Yes, it's a jumping puzzle. It's also one of maybe 
three in the те, and it's not nearly as annoying 


HaRDWaRE HEART ATT ACIC as you'd expect. 


Before you go much further into this review, take a look at the recommended system 


p”; F E specs for the game. Chances are very good that they're higher than 
к =", 


what you have —they were higher than most of the systems іп 
the GamePro offices. To truly get the Unreal Il experience, 
you'll want to upgrade. 
15 it worth it? Unreal Il is fantastic. While Ull's 
story is simple on the surface (go to various planets 
and retrieve an ancient artifact on each one), at its 
heart it's a story of redemption, sacrifice, and find- 
ing the few people you can really trust. Unreal II 
has the deepest characters this side of an RPG, 


" d if you take the time to get to ki them, : PT 
RUE 5 2 5 RU now ГТ» PROTIP: Have heavily armed marines guard the 
your experience will be that much better: main doors with lighter guys guarding lesser doors 

|! But couldn't they have told that story with- апа the interior. Pay attention to what weapon each 
out requiring a NORAD cast-off to run it? Sure, uy has and place them accordingly. 
but you wouldn't have the other aspect that makes Unreal II 
so awesome: its engine. The software that powers Unreal II 
ж flexes like old-school Hulk Hogan, churning out fantastic graphics, 
Р sweet sounds, and wonderful controls that border оп superhuman for 
„299 i the average PC. There's no noticeable pop-up, texture-warping, errant 
shadows, or horrendous clipping. Legend's level designers spared no 
expense taking Epic's engine and creating a powerful world—and your 
system has to pay the price. 
, Ж 3 
HERE'S WHAT PROTIP: Turrets are essential to de- 
YOU GET fense missions. Place them where they 
" can easily shoot incoming targets but 
n Ыса ll yeu play as Marshall not where they can be easily taken out. 
John Dalton, a member of the Ter- 
ran Colonial Authority responsible for keeping the peace in the far reaches 
of human space. The crew of your ship consists of Aida, the beautiful and 
brilliant strategic officer; Isaak, the recovering-alcoholic techie; and Ме'Вап, 
1 an alien being who could pilot the Death Star through a train tunnel. You get 
$ PROTIP: When clearing the way for го know these folks in between missions in mini-segments aboard your ship, 
е эдеш crouch and moye along during which you'll receive missions and learn about any new weapons Isaak 
Ф under the overhang. You'll see епе- 
n mies’ feet before they ever see you. may have developed for you. 


x MET, 4 | i д pe ^ і = zu Өм NS 
A У — PROTIP: The creatures in these con- PROTIP: To kill the Tosc in the Dorian PROTIP: The shotgun is perfect for 
"i Р tainers crawl out and regenerate de- Gray mission, use the rocket launcher's taking out the larger araknids. If you 
2 stroyed Drakk. Whenever you kill a alt-fire until you blow a piece off, then май until they leap at you, it only takes 
АҒ Drakk, either destroy it completely or grab the piece and give the beast some опе shot to kill them. 


г kill the other creature when it comes. of its own medicine. 


“RIL 2003 48 WWNW.GAMEPRO.COM LETTERS@GAMEPRO.COM 


Want beautiful vistas like this one! You will need 
Unreal II and a fantastic computer; with a more 
powerful system it will look even better than this. 


PROTIP: Use the rocket laun 
out Skaarj. One volley of the four mini-missiles will 
take out the average Skaarj. 


As the game pro- 
gresses over its 10 
unique worlds, you'll 
play out some of the 
most cleverly designed 
missions in FPS history. 
You'll get objectives that 
ask you to clear the way 
so a scientist can follow 
you to an escape route, 
set up turrets and de- 
ploy soldiers to defend a 
technician as he transmits a distress call, or enter an alien world 
to learn about their experiments. It’s as if the designers said, 
“What do games do that only annoys players, and how can we 
avoid that?" Take note, FPS designers—thanks to Unreal Il, you 
a lot harder. 


THE ART OF PICKING NITS 


There are three main complaints about Unreal Il, and they're 
valid. The first is, of course, the sheer system-hoggery. The 
designers decided to go all out with a super-powerful engine, 
sacrificing the chance to appeal to a large audience of gamers 
who don't have the specs to run the game. The second com- 
plaint is that the game is short—about 10 to 15 hours from 
beginning to end—and unless you just want to experience it 
again, there's no real replay value. The third problem is the lack 
of a multiplayer mode. Legend scrapped multiplayer action to 
concentrate on the story, but some FPS fans might see that 
as a poor trade. 


AWAKENING а GENRE 

Those problems aside, Unreal ІІ is a benchmark in the FPS genre and an 
example of what those games should be. If you've been waiting since Half-Life 
to find a game worth playing, your wait is over. O 


PROTIP: Stay nimble and back up 
your allies in the area defense missions. 
Keep your ears open for gunplay and 
move to trouble spots immediately. 


PROTIP: To beat the araknid queen, shoot and 
shoot at her until she falls. Dodge her shockwaves 
by jumping over them and toward her-jumping 
backward will guarantee that you'll get hit. 


now have to worl 


PROTIP: Talking to shipmates doesn't help you 
with the shooting and killing, but it does make the 
game experience more worthwhile. Get to know 
these very interesting people. 


PROTIP: Isaak always has helpful 

suggestions on how to best use the 
weapons he makes. Pay heed to his 
advice and work it into your own tactics. 


PROTIP: Don't waste too much ammo 
on the smaller araknids. The flame 
thrower is perfect, but the popgun 
works well and doesn't use up any 
ammunition. 


PROTIP: The sniper rifle is useful for 
more than just shooting; it's also a very 
capable scouting device. It's helpful for 
getting personal when you don't want 
to get up close. 


$49.99 


Available now 


БҮ D-PAD DESTROYER 
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PROTIP: On Avalon, you'll be asked to protect the 
marine as he fixes the generator. From the tower 
where you get the order, the Skaarj are sitting ducks. 


а Published by Infogrames 
Action 
1 player 


SA 


PROTIP: Watch for enemy dropships 
in the defense missions to get a clue 
about where the enemies will be com- 
ing from. 


GRAPHICS 5.0 


Unreal Il looks great, which is good be- 
cause you'll want some payback for up- 
grading your system to run it. You might 
want to pad your chin to avoid injury 
when your jaw drops. Low-end systems 
need not apply, though—the frame rate 
can become a slide show when the ac- 
tion heats up. 


From the perfect mood music to fantastic 
voice acting and awesome ambient ef- 
fects, Unreal 115 sound shows a lot of love 
and attention to detail. PC audiophiles 
with the latest 3D sound equipment 
finally have a return on their investment. 


CONTROL 5.0 


Nothing could be easier than controlling 
this game. Low-end systems will find that 
control suffers when the frame rate 
drops, but otherwise this game is a text- 
book on outstanding FPS control. 


FUN FACTOR 5.0 


Its challenging and short, but you 
won't regret the 10 to 15 hours spent 
with this game. It speaks like no other 
game in the genre, loud and with feel- 
ing, and tells а story worth telling 
among all the explosions. 


= Developed by Legend Entertainment 
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PCGAMEPAO PRORE 


IMPOSSIBLE | 


Windows 98/ME/2000/XP : 
Pentium Ш | GHz E А В S ( ? 
128 МВ КАМ ae 
1.5 GB on HD У 
JMAGINE А GAME in which you get to mix and match animals to create the 


32 MB video card 
Ў perfect creature soldiers. Now think about a real-time strategy game in which 
3 you direct the evolution of your army and cater 
units to your own playing style. Thanks to Relic 
Entertainment and Microsoft, you get it all— 
Impossible Creatures is a hybrid in itself, and 
thankfully, іс a beneficial mutation. 


At first glance, Impossible Creatures seems like two games in 
one. The first game is a real-time strategy with a strong founda- 
tion of buildings, units, resources, and tech trees. In this aspect, 
£ there's not a lot you haven't seen before—grab coal and harness 
d electricity to power buildings that build units to kill the bad guys. 
This side of the game isn't as intricately balanced as, say, StarCraft, 
and the technology tree (which is the same for every player) isn't 
exactly expansive or varied in scope. On its own, Impossible 
Creatures' RTS part is about average, even with the ultra-cool, 
stylish-but-simple graphics; slick, hotkey-based controls; and perfectly mood-invoking music that 
make the game feel much more polished than the rest of the pack. 


GRAPHICS 5 


7 € ] Gorgeous, lush levels and atmospheric 
interface design help keep you wrapped 
up in Impossible Creatures' pulp-fiction 
world. In close-ups, however, charac- 
ters appear blocky since the cinemas 
use the same models as those used in 
the game. 


Impossible Creatures’ second game, that of a creature-creation sim, is what carries it above the 
` overflow of RTS titles. Your army is exactly as strong as you make it—it's up to you to combine 
creatures to create units that support your personal strategy—and it takes a lot of experimen- 

tation to find units that work for you. The sheer number of combinations is daunting, to 


losing until they find the right beasts of battle. Lá 
Meanwhile, the А.І. runs roughshod over you с 


k say the least, and novices will spend a lot of time | тт 


as you tool around and experiment, making the 
single-player game frustrating until you find 
the perfect army for your style of gameplay. 


Don't let the pulpy title and feel fool you: 
Impossible Creatures is a tough RTS with 
amazing heaps of nuances and customizable 
strategies packed in. The huge list of hotkeys, 
campy voice acting, and intimidating amount , 
of options may frighten some players away, | 
but RTS fans looking for something new | 
will find Impossible Creatures' among the 
best in show. G 


= 


The music may not be your cup of tea, 
but it's certainly perfect for the mood of 
the game, a sort of menacing, whim- 
sical, weird-science feel. Voice acting 
ranges from laughable to decent, but 
creature sounds repeat way too often. 


CONTROL 45 


There are few real-time strategies more 
intuitive than this one, but its veritable 
army of hotkeys may be daunting for 
new players. When the pace gets fran- 
tic, it may be difficult to keep up. 


FUN FACTOR 4.0 


The RTS side of Impossible Creatures’ 
equation could have used some work, 
but overall the game shows attention to 
gameplay and fun not often seen from 
to RTS developers. Even the casual 
gamer will find something to like here. 


= Developed by Relic Entertainment 
= Published by Microsoft 


= $49.99 т Real-time 
= Available now Strategy 


m6 players 
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party coum With all your pals ta 


SK 


Win your ultimate wish! Play as one of six of 

your favorite Shrek? characters in 30 hilarious 
action packed events! It's Super Party fun for 
Up to four players! y 


>| PlayStation.e 


GAMECUBE. | 


Shrek® and Shrek Ear Design™ & © 2003 DreamWorks L.L.C. "PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainmer 
Inc. Microsoft, Xbox and the Xbox Logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or in other countries and are used 
under license from Microsoft.Licensed by Nintendo. Nintendo, Nintendo GameCube and the official seal are trade of Nintendo. © 2001 Nintendo. The ratings 
icon is a registered trademark of the Interactive Digital Software Association. PUBLISHED AND DISTRIBUTED BY TDK MEDIACTIVE, INC. © 2002 TDK 
Mediactive, Inc. All Rights Reserved. 


EVERYONE 

Mild Violence 
‘CONTENT RATED BY 
ESRB 


&TDK. 


MT CAMEP RO 


SILLED AS A “real-time Civilization,’ Rise of Nations sets 

| itself to face down the hordes of historical RTS games dotting 

the PC landscape. It's armed with enough innovations to bridge 

710074 the RTS and empire-building genres, though, and that could be 
enough to set it apart from the rest of the pack. 

Rise of Nations' biggest draw is that it will charge through 
the entirety of human history from beginning to present, span- 
ning eight distinct ages of human development. The game will 
also be in real time, so your nation will hammer through age 

z 777 after age in record time — before 


you know it, your archers will be 
commandos and your trebuchets 
will be tanks. There'll be 18 nations 
to choose from, each with its own 
unique set of advantages, and each 
nation on the map will have a border 
to expand and multiple cities to es- 
tablish and grow. 

What's more, developer Big Huge has tossed out the most annoying bits 
of the average RTS. In the preview build, new units found something to do if 
they didn't get orders, resources never depleted, and rally points drew new 
recruits right into battle, leaving you to manage your nation with ease. 6 


E Developed by Big Huge Games 
m Published by Microsoft 
= Target release date: April 


CHOOSE PLAYER RACE 


О, THAT'S NOT WME 4” [m 
hot NASA research Vue д ) 
you're looking at—those are 
screens of Master of Orion 3, 
the much anticipated (and = 
much delayed) third install- |= puc 77) cC іі, 
ment in the long-running ү En EE ess сс 

тато ron rst ni: ТЕН 


“interstellar Civilization" series. With its menu-intensive presentation | S CUM as Ee | 
EESTI] 


the beta build of MOO3 definitely didn't classify as an instantly acces- pese <== esses waaay sees а 
sible action romp...though anyone with the genes for hard-core, | j wt 

math-driven, science-fiction empire-building will probably be drawn in i \ 
like photons to a singularity. 

Master of Orion 3's beta interface could best be described as cold 
and uninviting (rather appropriate for a game about space), but the 
opportunities for micro-management didn't go quite as deep as you'd س‎ 
expect. Diplomacy and trade played a bigger role than usual, and ba- ERE gE 228 est 2238/98 
ancing relations between the strange races (robotic Cynoids specialize in money matters, each individual 
of the ethereal Eoladi essentially has its own religion) was a key path to victory. Most planetary tasks 
were handled by simply setting “policies,” while invisible viceroys managed all the details. While you 
could, in theory, tinker with a lot of the minutiae, it was quite obvious from 
the effort involved in doing so that the designers don't even want you to 
bother. When you're trying to rule the universe, there are bigger affinity- 
bonded squid-analog collectives to fry. 6 


BY STAR DINGO 


= Developed by Quicksilver Software 


m Published by Infogrames 
m Target release date: February 
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Savage 


THE REAL-TIME STRATEGY and first-person shooter genres 
are getting packed, so S2 Games figured it was time to do some- 
thing about it. Savage is an FPS/RTS hybrid in which two command- 
ers lead their sides in mortal combat in a savage land of the very- 
distant future. 
While the 
commanders 
fight it out, 
gathering re- 
sources and 
planting build- 
ings, the indi- 
vidual units for 
each team will 
be played first- 
person-style by 
actual human players. Or- 
ders from the commanders 
will appear as beams of light 
from the sky and booming 
voices to the FPS players, 
and units will be able to re- 
quest that the commanders 
send them gold so they 
can purchase weapons 
such as crossbows, long- 
bows, and even primitive 
rocket launchers. O 


Developed by $2 Games 
Published by iGames 


Target release date: 
Second Quarter 2003 


Winoows 


FIRST LOOK 


Horizons 


HORIZONS 15 SET 
in the fictional fantasy 
world of Istaria, where 
humans, dragons, fiends, 
and more fight for the fate of the land. You'll be able 
to join one of a number of basic schools and choose 
professions such as Warrior, Wizard, Healer, Jeweler, 
and Weaponsmith, and with the ability to change your 
profession at any time, you'll be guaranteed a truly 
unique character. Another huge aspect of Horizons 
will be the ability to create player-run towns made up completely 
of houses, shops, and other properties owned by players in the 
game. Advanced community tools like in-game/out-of-game mail 
and broadcasting will make sure you can keep in touch with fellow 
players no matter where you are. 


Developed and published by Artifact Entertainment 


Target release date: Summer 2003 Winoows 
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Real World Education 


School of: 

* Game Design and 
Development 

* Computer Animation 

* Digital Media 

* Film 

* Audio 

* Show Production 


800.226.7625 


www.fullsail.com 


* Financial aid available 
to those who qualify. 
* Job placement assistance. 
* Accredited college, ACCSCT. 


3300 University Boulevard 
Winter Park, FL 32792 


©2002 Full Sail, Inc. All rights reserved. The terms 
“Full Sail,” “Full Sail Real World Education,” and 
the Full Sail logo are either registered service 
marks or service marks of Full Sail, Inc. 
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ШЖ child! 
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Xbox™ Screens Shown 


*Xbox™ version only. 


Destoroyah, Git 


Godzilla: Destroy All Monste п, Godzilla®, 
Ghidorah, Megalon, М 
Corporation in the United te 
trademarks of Nintendo. ©2002 Nintendo, The at 


Violence respective owners. Developed by Pipewor 


ELIT 


2003 Infogrames, Inc. All Rights Reserved, Anguirus, 


ol d cah ر‎ la, Mecha-King 
character designs are trademarks of Toho Co v 


CONTENT RATED BY 


*Mechagodzilla" is rebuilt and Over 10 monsters level 
back for more! real destructible cities. 
Mechagodzilla"3 Attacks! 


Combine wrestling, fighting, 
and special moves to 
destroy your opponent. *Go toe to toe in the largest 


*Over 5 modes of play — 
including Adventure and 
NEW 3 on 1 Melee mode. 


MECHAGODZILLA 3 


"Mechagodzilla 3” was developed by the Japan Counter- 
Xenomorph Self Defense Force, as the ultimate anti- 
Godzilla" weapon. "Mechagadzilla'3" is built with the 
DNA extracted from the Godzilla" skeleton left on the 
seabed in 1954. "Mechagodzilla 3" is heavily equipped 
with various weapons throughout its body, including the. 
ultimate weapon called the "Absolute Zero" Cannon that 
can instantly destroy its target to molecules. 


/ 
е 60 meters (196 feet) 
ў 


40,000 METRIC TONS 
(44,000 TONS) 


POWERS/WEAPONS 


TWIN LASER CANNONS 
HOUSED IN THE 
MOUTH, SHOULDER 
MOUNTED ROCKET 
LAUNCHERS, MISSILES 
MOUNTED ON THE 
BACK AND THE 
"ABSOLUTE ZERO 
CANNON. 


*Take the fight to the alien 
home world of Vortaak. 


boxing ring in the world. 


з Developed and published by Konami 
n Target release date: May 


= Developed and published by Capcom m Developed and published by Capcom 
= Target release date: Fall 2003 AM m Target release date: May Game Boy Aovance 
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BREATH OF FIRE. 


® ` A BRAND NEW EVOLUTION OF 
; THE BREATH OF FIRE SERIES 


* NEW REAL-TIME, TURN-BASED 
/BATTLE-SYSTEM 
5 


e 3-D WORLDS EVOLVE TO SUIT 
2 / YOUR PLAYING STYLE 


mm 2 X2 


Partial Nudity З x ЕГІ 
mon Violence nens. e СА СА 2( М «e 2 


© CAPCOM CO., LTD. 1994, 2003 © CAPCOM U.S.A., INC. 1994, 2003. ALL RIGHTS RESERVED. САРСОМ and the CAPCOM LOGO are registered trademarks of САРСОМ CO., LTD. BREATH OF FIRE and DRAGON QUARTER аге 
trademarks of CAPCOM CO., LTD. "PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a registered trademark of the Interactive Digital Software Association. 


в Developed by Hudson Soft 
m Published by Konami 
m Target release date: April 
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п Developed by Sega m Developed by Graphic State Games 
y Seg. - рей by 

= Published by THQ ces ear E 1 m Published by THQ 

m Target release date: May mTarget release date: March 
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п Developed by Vicarious Visions ) бе m Developed by Bits Studio 
= Published by THQ 1 [9^ e Published by THQ 
= Target release date: March m Target release date: April 
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DVD AVAILABLE AT THESE AND OTHER FINE RETAILERS 


SUNCOAST (BEST GameStop amazon.com 


The store for movie lovers, 


PlayStatior 
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PROREVIEWS 


harder to create über- -powerful 

gorge a single Pokémon with EXP апа bli М оу 

the game anymore. This adds challenge but also encourages \\ 
trainers to build well-balanced teams for the gyms 

and competitions —the “right” way.to T ы 

— 798 could say. 


қа completely ‹ stress- des and there still something primordially fun 
| about filling up those Pokédex pages. The graphics and music have 
gotten a fair bit prettier, but that’s beside the point: Put R 


cartridge огр and hours. /2 - 
Мохе Тнв review is based on the boxed Japanese 


Medabots Metabee/Rokusho 
WiTH THE NEW Pokémon titles finally in stores, now is a good time.to re-examine why no other game 
what Nintendo got right the first time. Exhibits A and B are Medabots Metabee and Medabots Rokusho, two games that 
have no Ко competing with. Pokémon in every area except for, erm, fun. The important bit, in other wo! 
The basic plot is = SE more complicated than that of Nintendo's 


9 customizing each one with parts collected by defeating other robots. In oth 
- words, it's Medabots AX redone as a more-or-less standard Japanese RPG. 
The problem with all this—and thank heavens Nintendo realized this long ago 


later-on, when enemies 
sing you HP-wise; 


okusho very quickly. It’s a shame—the music is surprisingly 
Ы: аге а Ыс more colorful and detailed than in Nintendo's 


Rally Championship 


solute no-no. ga Rally. Conc 
braking and landing your turns inst 


= Developed by Sega Rosso 

= Published by Sega 

2$29.99 = Driving 
4 т Available m4 players 


BY FENNEC FOX 


= Developed by JV Games 
m Published by EA Games 
529.99 п First-person 


п Available shooter 
m1 player 


= Developed by Virtucraft Studios E Developed by Griptonite Games 

m Published by BAM! Entertainment m Published by Encore 

$29.99 m Action ia a VAN "$29.99 mAction «міне 
m Available now ж 1 player » "Available now #1 player 
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WA *MART Prepare to set sail for a new world that will disprove everything that you previously referred to as truth. And return having 
ALWAYS LOW PRICES: — been more than a bloodshot-eyed tourist. Return having been a hero. Board for this unparalleled gaming experience at 
Wal-Mart where the Nintendo GameCub: "апа a wide selection of games are always at our Every Day Low Prices. 
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Michael, Wal-Mart Customer 


в Developed by Taito 
m Published by Atlus 
2$29.99 = RPG 

и ДуайаЫе now mI player 


WAL*MART 


ALWAYS LOW PRICES. 


п Developed and published by Ubi Soft PRODUCE RANE PROM 
m $29.99 т 2D platform 2 RATING PENDING ro T E E N 
= Available now | player 
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Perhaps one of the most anticipated fighters expected to come out this 
year is one step closer to becoming a reality. If you haven't already played 
the fabulous Soul Calibur 2 in the arcades, then don't fret. All of the action, 
plus extra in-game goodies, will be included in the home versions of this 

ІІ 1 sequel to the legendary fighter that 
6 wowed Dreamcast gamers. 

In Soul Calibur 2, you'll have the 
chance to play in the usual game 
modes like Arcade, Versus, Time 
Attack, Survival, Team Battle, and 
Practice. Exclusive to the consoles, 
however, will be an extra mode 


called Weapon Master. This mission- Who would have ever thought that Link would take off his Kid gloves and show 
based game will have an RPG twist off his real fighting abilities in the Soul Calibur tournament! 


2 = 2 


in which you'll be able 
to collect and equip your 
fighter with up to 200 
different weapons, thus 
adding more strategy to 
every battle. 


A new gameplay mode won't be the only extra to 
the home version of Soul Calibur 2. Beyond the 
16-character lineup found in the arcade version (in- “ 
cluding the master slasher Mitsurugi and quick bladed 
Taki), each platform will feature a brand-new warrior. A mature- 
looking Link from The Legend of Zelda series will show off his 
south-paw skills on the GameCube; a bare-fisted Heihachi will 
strut his meanness on the PlayStation 2; and Todd McFarlane's 
nightmarish hero Spawn will make 
an appearance on the Xbox. For an 
added bonus, all three versions of 
the game will also include a mysteri- 
ous new soul designed by Todd Mc- 
Farlane Productions named Necrid. 
From the look of these early 

screens, Soul Calibur 2 may just be 
worth the wait. Stay tuned for an 
upcoming preview of the Japanese 
version of the game. 


= Developed and published by Namco 
= Target release date: August 
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SNEAK PREVIEWS 


Silent Hill 3 


Shop Til You Drop 
If you thought going shopping at the mall near Silent Hill would be an un- 
eventful excursion, you'd be wrong...dead wrong. While it hasn't been re- 
vealed yet what a center of commerce has in common with the foggiest town 
this side of hell, Silent Hill 3 will surely creep you out all the same. 

The latest in Konami's horror saga 
weaves its tale through the eyes of 
Heather Morris, a normal teenage girl 
who while out bargain hunting unwit- 
tingly walks into a living nightmare. The 
Silent Hill series has thus far featured 
only male protagonists at their centers, 
making this an interesting departure. 


What... Fs... That?! 


All the trademark touches that made the 
previous installments scary are back, along 
with a host of twists. The preview ver- 
sion featured the same grainy look and 
inexplicable aberrations of nature we've 
come to expect. The game begins with Heather in the middle of a blood- 
coated theme park, but she eventually awakens back to reality—a reality 
where things seem normal and the visuals surprisingly switch to a clear, 
grain-free presentation. Despite being back in familiar surroundings, however, 
she quickly realizes that things are far from “normal.” 

The game controls similarly to the previous two SH games, but the 3D 
movement has been tuned for easier navigation. You'll also have access to a 
wider assortment of weapons, including a sub-machine gun, and items like 
beef jerky can be used to distract hungry monsters. Yuck! 


The Sound of Horror 


As in previous Silent Hill games, an atmospheric audio track is crucial to 
conveying true dread, so for this third installment the game's designers have 
created a custom, 30 ш sound system that will seem to hover over- 
head as well as surround 
you. In addition to new 
sound effects, the back- 
ground music will fea- 
ture the first vocals in a 
SH game. It’s so special 
that when Silent Hill 3 
ships to stores this 
summer, a bonus sound- 
track CD will be in- 
cluded in the package. 


Developed and published by Konami 


PuaySrarion 2 


Target release date: August 
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Red Dead Revolver 


O REESE 


Duck, You Sucker! 


Forget Mad Dog McCree and Rising 
Zan: Capcom's Red Dead Revolver 
could be the toughest cowboy yet to 
grace the video game plains. You'll 
play as Red, who as a child witnessed 
the slaughter of his family as they were 
traveling through the Wild West. As 
sole survivor of the massacre, Red is befriended by a Native American who 
teaches him the "art of gunfighting" in the game's 
cleverly constructed Training level. 


Т "dr 


MÀ سس‎ арене: 


l 65900 мэл 


Support Your Local Sheriff 


“Dying ain't much of a livin’.” Meet Red, the star of Capcom's foray into the Wild 
West, Red Dead Revolver. 


The action will take place via third-person view 
with Red using a variety of old-school weapons, 
such as six-shooters, shotguns, dynamite, bullwhips, 
and even Gatling guns. Don’t expect enemies to 
become simple moving targets: A tuned А.І. will 
govern opponents who duck for cover and stay 
out of your line of fire. Of course, shooting is the 
main attack, and you'll be able to aim at individual 
body parts. Red's 18 missions will feature a wide 
variety of tasks, including sharpshooting, horse- 
riding, and hand-to-hand combat. In addition to the 
solo-player Story mode, Red will feature four-gunslinger split-screen deathmatches with over 100 playable characters. 
And for determined gunslingers, a Bounty mode will be unlocked upon completing the game. 


© 10010001085) 


145 111111 


wow ата. 


Once Upon a Time on ће PlayStation 2 Classic Wes terns 


Red Dead Revolver isn't the only Western-themed shoot-em-up in the 
video game world. Remember these classic games from yesteryear? 


[йй ИШ e 
bun — ЕН 


Red has style to Бигп—а5 is already apparent from the graphics and sounds. 
From dust-caked towns to blood-splurtin’ violence to the big-screen “Сіпета- 
Scope" effect that will kick in when the violence starts, Red Dead is akin to 
playing a spaghetti Western. The game developers didn't bother to emulate 
Ennio Morricone’s soundtracks— they simply licensed music from the com- 
poser. You'll hear classic tunes from such 
movies as The Good, Тһе Bad and The Ugly, 
For a Few Dollars More, and others. How 
all the game's elements will come together 
remains to be seen, but one thing's certain: 
In Capcom's Wild West, it's better to be 


Red than Dead. Konami's Sunset Riders for the arcade — Natsume's 1994 Wild Guns for the 


In 1991; the game later hit the Super Super NES 
NES and Genesis systems. 


BY MAJOR MIKE 


= Developed and published by Capcom 
Target release date: Summer 2003 PuayStarion 2 
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Resident Evil: Dead Aim 


REMEMBER RESIDENT EVIL: Survivor for the PlayStation? 
Hopefully not—the gun-based first-person shooter was arguably 
the worst game in the entire RE franchise. However, Dead Aim 
could very well change the per- 

ception that first-person shooters 
and Resident Evil don't mix as the 
playable preview version was surprisingly fun and challenging. Dead Aim 

takes place aboard a cruise ship that’s been overrun by a plethora of 

monstrous Umbrella creations—zombies, mutant frogs, Tyrants, and 

more. You'll play as two alternating characters: Bruce MacGavin, an anti- 
Umbrella secret agent, and Fong Ling, a female oper- 
| ative with her own secret motives. 

Dead Aim utilizes the GunCon 2 controller (you 
move via third-person view, then switch to first-person 
mode on the fly), but sans the gun peripheral the 
| regular PlayStation 2 controller worked surprisingly 
well in the early build. The visuals were clean and 
finely detailed, and the 3D Silent Hill-ish play engine 
| was a nice departure from the prerendered environments of previous 
Е 2 | Evils. Another unique play mechanic was the use of stealth as you 
—-. were frequently forced to dispatch your enemies while making as little 
14... noise as possible. Dead Aim could be the Resident Evil game that 

E PlayStation 2 owners have been seek- 
ing ever since the series went “exclu- 
sive" to that "other" platform. @ 


| t ті. 
ШЕТІ W007 19 5 


Developed and published by Capcom 
= Target release date: June 


‘Take tho shotgun? 


YES/NO 


Mega Man X7 


2003 is MEGA Man’s I5th 
birthday (in video game years, any- 
way) and to celebrate, Capcom 
will release six new games star- 
ring the blue bomber. X7 will be 
the first PlayStation 2 game for 
the franchise, and it 
will mix 2D and 3D action. You'll play as Mega Man X, Zero, or a brand-new—and top-secret—third 
character. Play-wise, gamers accustomed to other X titles will find themselves in very familiar territory 
here. However, X7 will introduce some new techniques such as an Auto Lock-on System with which you 
automatically target enemies when you get close to them, and a Scramble 
Change that allows you to switch between characters at any time as well as 
join forces to execute a combo attack. 1G] 


eveloped and published by Capcom 


get release date: September PuaySrarion 2 
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Join Our Little Social 


Qrnuns 


We'll Provide The PUNCH 


NEW Episodes of Dragonball 7 
Beginning March 1774 


CARTOON 
СЕНУДІҢ Weekdays 5 - 7pm (ET/PT) 


CARTOON NETWORK, the logo, TOONAMI and all related characters and elements are trade: 
Cartoon Network 2003. Ali Rights Reserved. DRAGONBALL Z Original Author: Akira Toriy: 
Animation Co. Ltd. DRAGONBALL 2 and all logos, character names and distinctive like! 
trademarks of Toei Animation Co., Ltd. 
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SNEAK PREVIEWS > 


X2: Wolverine's Revenge 


WirH soME соор buzz for the next film in the X-Men franchise, Activision is 
closer than ever to unleashing Marvel's main mutant — Wolverine —in his own third- 
person action/adventure game. Tied in with the new film but not sharing its main 
plot, X2: Wolverine's Revenge spans 30 years of comic book continuity with a Larry 
Hama-penned story about a deadly virus 
that's laid dormant in Wolvie's system since 
his Weapon X genesis. Now that it's active, 
he's got 48 hours to find the cure and get the 
guys responsible. 

One of the more interesting elements of 
{ all three beta builds was the ability to trigger 
Wolverine's heightened senses—holding the 
left trigger enabled you to see footprints and 
hidden dangers like landmines, as well as track 
your enemies by their scents (well, green va- 
por trails, anyway). During combat, you could 
also trigger special stealth and strike attacks 
that eliminated multiple enemies with one of 
20 cool-looking combos. 

While the animation looked nice and the voice-overs were 
mostly implemented (Mark Hamill is providing Wolvie's voice), 
only three levels were ре. and there was still plenty of balancing left to do (enemies with guns waited politely 
until you finished fighting their pals before they tried to put a bullet through 
your adamantium skull). However, those kinds of in-progress elements 
are why the game doesn't ship until April; only then will gamers know if 
Wolverine's Revenge will live up to X-pectations. G 


Developed by Warthog/Gene Pool 
Published by Activision 
Target release date: April 


PuaySrarion 2 — GaneCune 


Mega Man Network Transmission 


THe FIRST МЕСА MAN title 
for the GameCube will tell what 
happened between the first Mega 
Man Battle Network GBA ad- 
WÎ venture and its sequel. Network 
| Transmission borrows the play 
system from its handheld forefather in that, as Mega Man, you'll 
collect various chips that can be used to enhance your weapons 
or abilities. Of course, Network Transmission will feature graphics 
that far surpass those of any of the handheld titles, but the play engine will be 
pure two-dimensional side-scrolling and familiar to any fan of the series. And 
for those of you who can't quite get enough, Mega Man Battle Network 3 
will hit the GBA store shelves sometime in May.... @ 


BY MAJOR MIKE 
Developed and published by Capcom 
a Target release date: May месте 
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TO HELL WITH A PRIIICESS, 


SAVE THE WORLD! 


= 


*Over 70 objectives across 9 extraordinary worlds. *Uncover deadly attack combos and special abilities. 
*Enemies morph into more evil forms as the light of day wanes. 


NINTENDO 
GAMECUBE. 


Vexx™ and Acclaim ® & © 2002 Acclaim Entertainment, Inc. All Rights Reserved. Developed by Acclaim Studios Austin. All Rights Reserved. "PlayStation" and the "PS" Family logo аге 
registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other 
Countries and are used under license from Microsoft. TM, ® and the Nintendo GameCube logo are trademarks of Nintendo. Screens shown were taken from the Xbox version of the video game. 


VEXXTHEGAME.COM 


PlayStation.2 Alain’ 


SNEAK PREVIEWS 


Resident Evil Online 


So MUCH FOR the Resident Evil franchise being GameCube- 
exclusive. Resident Evil Online will allow players to choose from 
eight ordinary-Joe characters— including a reporter, waitress, 
security guard, and doctor— to fill a four-person team. The ob- 
ject will be to escape from monster-infested Raccoon City before 
it's nuked from the planet by the military (their idea of virus con- 
tainment). The emphasis in this RE will be on 
teamwork as you must work in concert with 
and defend your colleagues in order to survive. 
You'll also interact with several non-playable characters who will either help or hinder your team. 
Online will provide a wider variety of weapons than those found in previous games, including 
such seemingly "ordinary" objects as broomsticks and pipes. One notable feature of the game will 
occur when your character dies: Instead of disappearing, you'll roam the city streets as an (uncon- 
trollable) zombie and attack your former teammates. RE Online will support narrow- and broad- 
band Internet connections, and the game will feature a pull-down list of expressions that you can 


use to converse 
with other players. 
The haunting begins 


this fall... @ 


Developed and published by Capcom 
Target release date: Fall 2003 


Dino Crisis 3 


A DEFINITE DEPARTURE from the first two prehistoric 
action/survival titles, Dino Crisis 3 will be an Xbox-exclusive 
title that takes place in outer space in the year 2548. You'll 
play as Patrick, a special-ops soldier from Earth who's sent 
aboard the Ozymandius, a space freighter that has suddenly 
re-appeared after a 300-year absence. What starts as a 
routine search-and-rescue mission quickly turns into a battle 
for survival as the freighter is infested with mutated dino- 
saurs bent on turning our hero into lunch. 

DC3 will use a brand-new play engine where characters 
employ hyper-speed booster units (reminiscent of Burning 
Rangers) to jump gaps and quickly thrust short distances. 
There will also be an arsenal of futuristic weapons that can 
be purchased with the points you earn from killing dino- 
saurs. However, DC3 won't solely consist of run-n-gun 
antics; an equal amount of time will be spent manipulating 
the gigantic spacecraft in order to access new areas. And 
although Regina isn’t in the game from the start, Dino 3% 
developers have stated that a “playable female character is 
hidden away somewhere in the game.” @ 


Developed and published by Capcom 


Target release date: August 
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WE SAVE MORE PLANETS 
BEFORE BREAKFAST 


THAN MOST PEOPLE DO ALL DAY 


Mars needs you. A one-man army with radical tactics training and 
в biomechanical arsenal built into your right arm. And you're 
going to need it. Alien invaders have overrun our Martian colony 
ending you to stop them. Try not to break а sweat. 


.Ptxredrock.com 


Violence 
Blood à 
Mild Language | ШЕ) jtionsc Coming Spring 


estive Themes 


©2003 LucasArts Entertainment Company LLC. А) rights. reserved. LucasArts and the LucasArts logo are registered trademarks of U ed Г LucasArts 


Entertainment Company LLC. "PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc; 


SNEAK PREVIEWS 


Zone of the Enders: The 27“ Runner 


NUTTY ANIME HYPERFIGHTS, mechs cooler than absolute zero, 
and enough pretty laser explosiony things to keep pace with Panzer 
Dragoon Orta —that's what Zone of the Enders is made of. While 
the original ZOE was definitely a PS2 force of megaton cool, most 
mech fans agree it suffered from a few tragic flaws: an overly preachy 
story, enemies that became really repetitive really fast, and the fact 
that you could pretty much beat the game using only one attack. 

While Zone of the Enders: The 2™ Runner will keep the same 
lightning-fast anti-sim gameplay as the original, producer Hideo Kojima 
and writer/director Shuyo Murata are trying their damnedest to make 
sure those same complaints don’t show up on the company message 
boards again. The story in the preview build was much more violent and kinetic, 
told through cool anime cut-scenes instead of 3D renders. 
The enemy variety was greater, and the battles often required 
ripping apart starships for impromptu weapons or using foes 
as inhuman shields. 

The 2% Runner already looks like one of the sleekest games 
to yet grace the PS2—the early version was insanely fast and 
loaded with ludicrous special effects with mech designs (by 
original ZOE artist Shuyo Murata) that were a touch Zelda- 

- 4 fied to make sure 
they stand out in the 
metallic crowd. G 


Developed and published by Konami 
Target release date: March 


Viewtiful Joe 


One or САРСОМ'$ most 
pleasant surprises is View- 
tiful Joe, an old-school side- 
scrolling action/adventure 
title that puts you in the 
superhero duds of the titu- 
lar character. Joe is a grip on 
a Hollywood set, who must retrieve some stolen film 
cans. Viewtiful's colorful and cartoony look is a per- 
fect match for the outlandish onscreen action: As 
the super-deformed Joe, you'll possess superhuman 

R Г strength апа the ability to 
slow time. The latter ability 
is particularly useful as it 
allows you to punch bul- 
lets and missiles back to 
where they came from and find vulnerable points on enemies 
that move at otherwise hyperfast speeds. 

However, if you take too many hits, Joe will temporarily lose 
his costume and the super powers that go with it. Not all of 
Viewtiful is action: There 
will be puzzles to solve and bosses to battle during the course of the game. 
If Viewtiful stays on its current development track, it could be one of the 
biggest sleeper hits for the GameCube. @ 


BY MAJOR MIKE 
Developed and published by Capcom 
Target release date: September GaneCuse 
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SNEAK PREVIEWS 


| 
| 
TIRED OF THE Play- | 
Station 2 having all the fun, | 
the Xbox and GameCube 

{ are jumping on The Sims 
bandwagon with their own 
versions of Maxis' PC smash. It's all here: tons of objects never 
seen in the PC versions of The Sims; the Get a Life mode in 
which you complete Sims-based “missions” to unlock new objects 
and mini-games; and the cool two-player scenarios where you 
and a buddy try to out-Sims each other in a diagonal split- screen lifematch. 
Of course, this is all in true 3D, in case you forgot, and with the more power- 
ful graphics the next-gen systems provide. Xbox and GameCube owners will 
be able to get a new life this spring. 


Developed by Maxis 


Published by EA Games 
= Target release date: Spring 2003 


Army Men: Sarge's War 


Army Мем: Sarce’s WAR is the series’ first GameCube 
title. The story follows Sarge as he wreaks vengeance on MALICE 
for setting off a bomb in the heart of Green City. Sarges War 
promises to be grittier than previous Army Men titles as was appar- 
ent in the preview version's graphics and gameplay. Sarge's real-time 
disintegration was awesome as pieces of him chipped away and were 
deformed by enemy fire. Enemy A.I. provided a solid challenge, es- 
pecially when Sarge was pinned down by heavy fire. The levels were 
designed with combat tactics in mind and included a decent array of 

7] weaponry. The camera and auto-aiming 
Still need some work, but a few minor 
tweaks should have Sarge ready for 
action by March. @ 


419 И 
Grenades | 


BY DJ DINOBOT 


Developed and published by 3DO 
n Target release date: March 


Run Like Hell 


ALTHOUGH RUN Like Неи for the PlayStation 2 received 
unfavorable reviews, Interplay is hoping that the game's outing 
on the Xbox will have a better response. Sharper graphics will 
be one noticeable difference, but in 
a third-person adrenaline-pumped 
thriller about a lone soldier out to 
fight an alien race, you'll need more than just cleaner graphics. This time 
around, RLH will have a brand-new level, plus downloadable bonuses like 
extra weapons and skins. In an early build of the game, RLH's levels looked 
much better than those in its PlayStation 2 counterpart, while the gameplay 
remained the same: blast hordes of ETs, solve a bunch of puzzles, and save 
the human race. It may sound generic, but you could find yourself running 
like hell to this intense adventure. /2 


m Developed and published by Interplay 
Target release date: April 
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SNEAK PREVIEWS 


Mace Griffin Bounty Hunter 


UNIQUE GAME CONCEPTS don't seem to come along every- 
day, and that's part of why Mace Griffin Bounty Hunter might 
turn out to be worth a 
look. The game seam- 
lessly blends first-person 
combat with space dog- 
fighting (you'll literally 
run into the cockpit of a fighter, sit down, and take off), and in a 
very, very early preview version, the setup glittered with promise. 
But without А.І. or sound operating yet, it was impossible to 
gauge whether that twinkle was gold or pyrite. 

You'll play as an ex-Special Ops soldier on a personal mission 
of revenge, and the early build's gameplay and graphics felt more 
than a little like Red Faction's. The controls were smooth and 
natural, and both the FPS and space 
combat were heavily tilted toward the 
action-heavy, arcade side. Slick alt-fires 
for the 10 weapons, original alien/enemy 
designs that refreshingly depart from 
cliché, and shield tech vaguely reminis- 


ы " cent of Halo gave the UE £ 
game its own style. Warthog has a ton of work left on this bounty hunter— 
i 1M especially if it aims to come within spitting distance of a May release — but if 
Mace comes together well, it has the potential to excel. a 


BY AIR HENDRIX 


Developed by Warthog 
Published by Universal Interactive 
Target release date: May 


Clock Tower 3 


WirH THE ResIDENT EVIL story arc going to the Game- 
Cube, a potential void in the horror genre for the PlayStation 2 
was imminent. Luckily, Clock Tower 3 is looking every bit as 
creepy as everyone had hoped. The story opens in London, 
where heroine Alyssa Hamilton attends boarding school. She 
learns of trouble at her family house and goes to investigate 
despite being warned not to by her mother. A mysterious Dark 
Man who claims to be a houseguest tells Alyssa her mother has 
stepped out of the house...forever! Frantic, she begins her 
journey to find out what happened. 

The preview version of Clock Tower 3 featured easy con- 
trols and played more like an action game than the standard 
survival/horror romp. Alyssa 
has no weapons other than 
limited amounts of Holy 
Water that temporarily 
slow down whatever is 
pursuing her. This adds a 
spine-tingling level of ten- 
sion to all the events that 
unfold in the game. So far, the graph- 
ics and sound are also in fine form 
with sinister-looking characters and 
jolting audio cues. G 


Developed and published by Capcom 
Target release date: March PuaySrarion 2 
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SNEAK 


LADIATOR GAMES WERE inevit- 
able after the success of the Russell 
Crowe flick, and І, Gladiator leads the 
rush to quench the masses’ bloodlust айй 
by placing you in ancient Rome where violent confrontations win 
the hearts of millions. Just as the title suggests, you'll play as a glad- 
iator and try to prove your worth to the emperor by participating 
in one of the bloodiest gladiator events ever held. You'll impress the 
crowd by performing combo moves, using conventional and magical 
weapons, and executing Mature-only finishing attacks while moving 
through trap-filled environments like labyrinths and temples. Beyond 
the bloodthirsty action, |, Gladiator promises to weave in historic 
elements about Roman culture and mythology, which should create 

"m a more engag- 
| - Е. "| ing adventure 


for the disillu- 
sioned warrior. 
Get ready to 
be drafted into 
one of history's 
most vicious 
"sports" this 
ES auum. G 


Note: All screens shown here are 
from the Xbox version. 


и Developed and published by Acclaim 
m Target release date: Fall 2003 


PuaySrarion 2 GantCune Хвох 


LTIMATE MUSCLE, BASED on the Fox cartoon, 
may be the silliest thing to happen to wrestling since the 
ECW hit Amer- 
ica's public-access 
airwaves a de- 
cade ago. Any- 
one who likes 


ІШІ Se 
Ne RES HI FUE 


realism in their 

wrestlers should 2 : 
just stop reading right ШЕ 39 
now—the 20 fighters in 1 
this title һауе a move set 
that transcends "strange" 
and saunters confidently 


mn 


144 


BASES ous 


ГВА7О7‹—\ 


into the realm of “insane.” 

The Japanese version P 
was very obviously an ШЫ 
Aki production—the controls were а snap to learn (despite the 
GameCube's clumsy controller), and the animation was straight-on 
and well executed (despite the less-than-perfect cel-shade job on 
the graphics). You could even collect old M.U.S.C.L.E. figures with 
the coins you earned in battle —an extra that will send twenty- 
something males into raging fits of nostalgia. /2 


и Developed by Bandai/Aki Corporation 
m Published by Bandai 
m Target release date: April 
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Prove if. 


> А teal college degree, focused 
on advancing technology. 


game design 
video production 
digital animation 
network security 
e-commerce 
software engineering 
technology management 
multimedia 
web design 
database management 


University of Advancing Technology 
Learn. Experience. Innovate. 


UAI 


www.uat.edu or 800.658.5744 


SNEAK PREVIEWS 


Tao Fens: Fist of the Lotus 


THE MOST NOTEWORTHY fight- 
ing game released last year for the 
Xbox was Midway's much anticipated 
revival, Mortal Kombat: Deadly Al- 
liance. But the co-creator of the famed 
franchise, John Tobias, didn’t take part 
in that game and instead has been 
working on his own project, Tao Feng: Fist of the 
Lotus. The most distinguishing feature of Tao Feng 


EN SS will be the ability to literally see 
ro ean NOR 25 250008 7227; г, the affects of brutal combat оп a 


warrior. Cuts will bleed, bruises will 

|_| swell, clothes will rip, and broken limbs will be- 
ay come useless. Each fighter will use an individual 
fighting style composed of over 100 unique at- 
tacks and combos. You'll also be able to store 
power for special Chi attacks that can be used 
for offensive or defensive purposes. 

The preview version looked sharp with de- 
tailed environments that featured plenty of interactive elements like launching attacks from poles and 
ramming opponents into destructible objects. Characters are also shaping up 
nicely, although some of the animation looked a bit awkward and the jumpy 
camera needed work. With more tuning remaining, Tao Feng: Fist of the 
Lotus is preparing to Бе an Xbox contender. @ 


E 


нейзй». | / ^ jy - 
- ә є. Р; Counter Hit Bonus 


BY TOKYO DRIFTER 


Developed by Studio Gigante 
Published by Microsoft 
Target release date: March 


Def Jam Vendetta 


ІР vou THINK the WWE is the last word 
in brawling, take a look at this. EA Sports Big 
and Def Jam Records have teamed up to 
combine some of the top hip hop masters in 
the bid’ness with one of the all-time world- 
champion wrestling game development houses. 
The result is Def Jam Vendetta, an AKI-fied 
brawler with Def Jam attitude. 

Getting away from the WWE facade, Def 
Jam Vendetta sets its story in the streets. As a young 
fighter, you must rise through the ranks of the local cir- 
cuit to help keep your friend Manny 
out of trouble with the king of the 
local underworld, D-Mob. Along 
the way you'll fight both no-name 
jobbers and real-world Def Jammers 
like Scarface, Method Man, and more. 
If you do well, you'll even line up a 
list of groupies who get involved in a little out-of-the-ring drama. 

Of course, since DJV's being developed by AKI, you can count on a tight 
wrestling engine and smooth visuals, and even in the preview version those 
things were right on. As expected, the early build’s music was topnotch, 
complete with tracks from the Def Jam artists. For a new look at wrestling, 
keep an eye on Def Jam Vendetta. ga 


Developed by AKI/EA Canada 
K Published by EA Sports Big 
= |і 4 Target release date: March 
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SNEAK 


APCOM WILL DELIVER yet another racing game 
just two months after the stylish, cartoon racer Auto 
Modellista hits store shelves. Though the two games | 
share the same genre, Group S Challenge will aim for има o 
the simulation crowd with realistic car physics and accu- po 
rate depictions of licensed cars. Manufacturers on board à 
so far include Toyota, Nissan, Audi, and Renault; numerous others are still in negotiations. 

Features are always a big draw for this type of racer, so Group S Challenge will pack in a 
comprehensive Circuit mode that will act as the gateway to Championship, Line, and Duel 
mmm modes. Replay 
x Theater will 
house all your great maneuvers, and a picture-in-picture option will show 
you an alternate view of the race you are currently participating in. a 


= Developed and published by Capcom 
= Target release date: May 


ume HE RENOWNED PRODUCER of the Resident Evil series, Shinji 
at 164 Mikami, is trying his hand at a more action-packed battle against the 
4 forces of evil. Chaos Legion, which is billed as a “gothic opera” but 
ee plays more like Dynasty Warriors, will put you in the role of the 
swordsman Sieg Wahreit as he attempts to rescue a friend from 
% hordes of vile creatures. The combat-heavy action will have some 
minor RPG twists as players will be able to summon legion units 
(allies) to build formations and battle effectively against the enemy's 
2! greater numbers. Legions can take on offensive or defensive posi- 
tions, and their seven types range from 
bomber to shield to archer. Loners can 
also cut their own swath through their 
foes without aid of any kind. д 


BY AIR HENDRIX 


m Developed and published by Capcom 
n Target release date: Summer 2003 


P.N.03 


WHEN P.N.03 FIRST appeared іп 
the pages of GamePro a couple issues 
back, the screens showed the lead 
femme fatale sporting a big laser gun 
while dodging enemy fire with grace. 
Her name, Vanessa Z. Scheider, hasn't 
changed, but she will now shoot lasers...from the palm of her 
hands! Vanessa will also evade incoming attacks with a little more 
soul, twisting and posing like a funky ballerina who just happens 
to be getting shot at. 

Of course, she won't be doing all of this for her health. A 
colonial settlement has been wiped out by its own Computer 
Arms Management System, and Vanessa has been hired to take it 


“4” 
(Ғы, down. Нег own family was 
jw lost this way, so CAMS SIR 
1 better say its prayers x 
his А 3 : m Developed and published by Capcom 
/ come this August. = Target release date: August сиса 
1 J 
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SNEAK PREVIEWS 


Dynasty Warriors 4 


IT SEEMS JUST yesterday that Dynasty Warriors 
3XL hit the States, but now Koei is almost ready to 
ship Dynasty Warriors 4. Musou mode has been 
changed dramatically from Dynasty Warriors 3 to a 
campaign system that gives you more freedom to 
affect the sequence of events. Dynasty Warriors 4 
will also introduce Kingdom Play, which lets you pick 
an allegiance at the beginning of the game and then 
choose to play different officers within that kingdom 
over the course of the campaign. Once all missions in a campaign have been 
cleared, a new campaign opens up, and a different character becomes available. 
A new Officer Edit mode will also let 
you create your own playable warrior. 
The preview build was only 50 
percent complete, but the new fea- 
tures were already shaping up to 
be welcome enhancements to the 
Dynasty Warriors world. The Officer 
Duel really enabled you to focus on the showdown without the frenzied hordes of A.I. bots that usually swarm 
around embattled soldiers. The introduction of siege engine elements—like battering rams, catapults, and ladders— 
was a great idea, but in the preview the battering ram mysteriously swung 
by itself and was little more than a glorified egg timer. Hopefully the final 
version's siege engines will be more interactive. Look for Dynasty Warriors 
4 to come charging over the horizon at the end of March. £7 


BY DJ DINOBOT 


Developed by Omega Force 


Published by Koei 
Target release date: March 


gcc Fugitive Hunter gf 


Fucitive HUNTER PUTS you in control of Jake Seaver, 
a former Navy SEAL with a Duke Nukem persona, as he 
fights his way through waves of henchmen to capture the 
fugitives on the FBI's Ten Most Wanted list. Each mission in 
the preview version began with a briefing on the fictional 
criminal, quickly detailing their evil terrorist exploits before 
sending you abroad and into their secret hideout. 

Nine standard weapons were at Jake's dis- 
posal, including double-barreled shotguns, sniper 
rifles, and flamethrowers. After violently slaugh- 
tering guards and goons, it was surprising to find that each 
fugitive on the most wanted list must be apprehended—alive. 
lw For capturing fugitives, the game switched from a purely first- 
к. Y person shooter to a third-person fighting game similar to 

Tekken. Changing the style of play was interesting, but the‏ ا 
fighting seemed simple and mindless.‏ 

The early build's controls mimicked those of most shooters 
and included a convenient lock-on button. Unfortunately, the 
graphics didn't yet complement the good control. The game's 2 

7 X level of rough texturing and modeling may have passed a few years ago, but 
Fugitive Hunter's graphics simply won't be able to compare to today’s first- 
person shooters unless Black Ops makes some significant upgrades before 
the game ships—and that will determine how this arcade-style shooter 
stacks up when it's released in April. G 


Developed by Black Ops 
i Published by Atari 
Target release date: April 
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PLAY GAMES, HOME VIDEOS & DVD S ANY WHERE!” 
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IN THIS ARENA, WARRIORS ARE CREATED, 
BATTLES ARE FORGED, SMACK IS TALKED. 


The Xbox Live™ service is the world’s first no-holds-barred, 
ultimate online arena dedicated to high-speed gaming. Jump 
from game to game and play thousands of other players 


using one GamerTag. You can't do that anywhere else. 


the Xbox logos, and. 


1 


ved. Microsoft, Whacked!" Xbox, 
е scription sold separately. 


may be trademarks of their respective owners. Xbox Live subs 


jon. All rights rese 


tion. ©2003 Microsoft Corporati 


informati 


companies and products mentioned herein. 


game packaging. Visit your local retailer for more 
he names of actual 


Digital Software Association. ТІ 


mes. Specific game features are called out on the 
is a trademark of the Interactive. 


'ailable for all gar 


п in the U.S. and/or other countries. The ratings icon 


three tracks. Online game play and/or downloadable content not av. 
irks of Microsoft Corporatio 


YOU AIN'T GONNA RULE THE ULTIMATE ARENA WITH A NAME LIKE BUNNY23 


[| Use your unique GamerTag to build your rep across all games. After all, 
you'll need it to grow your legend in this arena. 


THOSE VOICES IN YOUR HEAD ARE VOICES IN YOUR HEADSET 


E With the hands-free Xbox Communicator, you can talk trash, call plays, 
disguise your voice, and even mute the sucker that won't shut up. 


IT'S LIKE 50,000 OF YOUR CLOSEST FRIENDS. ONLY THEY ALL WANT TO SCHOOL YOU 


b Play your old friends and make some new ones. 
Just remember to show them who's boss. 


USE THE OPTIMATCH™ SYSTEM AND QUICKMATCH TO FIND THE PERFECT OPPONENT 


E Quickly find the perfect game, with the arena and rules you choose, so you 
won't waste your time with rookies or get destroyed by grizzled veterans. 


DOWNLOAD NEW CONTENT, SO THE GAME NEVER ENDS 


Get different weapons, new characters, additional levels, and more with 
downloadable content that will extend your game like never before. 


GET YOUR STARTER KIT FOR JUST $49.99* AND ARM YOURSELF FOR ENTRY. 


$49.99* INCLUDES: 
99° 1 YEAR OF XBOX LIVE SERVICE 
XBOX COMMUNICATOR HEADSET 


WHACKED!" AND MotoGP ONLINE DEMO GAMES* 


FOR THE ULTIMATE ONLINE ARENA, THERE’S NO POWER GREATER THAN X. 
кш: Ж хеох 


www.xhox.com/live LEM ЕЗ 1 А € 


* Estimated retail price. Actual retail prices may vary. 
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PlayStation. 


ngines: battering rams, catapults, and bridge layers 

e e-on-one duels 

27 Create your own officers and bodyguards 

~ 8 New character-specific еза attacks 

87 Brand-new Weapon Upgrade san. der 

2€ Kingdom Play! Select a new general for each stage in Musou Mode 
| ew officers for over 40 playable chara 


EAN = 


The Warrior s Return, and the Battle Rages On... reme ]egenis: amas now 


Play XTREME LEGENDS by itself or with Dynasty Warriors 3 to power up the original with 
[ 


REMIX!!! пем XL features. Memory Card data is fully compatible between both games. ийїїнї у 


PLAYSTATION 2 
PROREVIEWS 


Esp bo WA G EO M 6 T A 
SUBSTANCE 
A FTER AN ABSENCE of over a year, Solid Snake returns 
to the PlayStation 2 with the Sons of Liberty game, addi- 
tional VR Missions, and other extra challenges that are sure to 
keep you sneaking and shooting for many hours. Although the 
PS2 game comes some three months after the Xbox release, 
this version of Substance is the better of the two—mostly 
because of its superior controls. 


A Substance Abuse 


ET 


Heal chm toe A 


PROTIP: If two enemy guards are 
bunched together, you can hold them 
both up simultaneously. 


PROTIP: In 


filled room. 


There’s no denying the superb play engine that is Metal Gear. As one of the first mainstream titles 
to emphasize stealth over head-on conflict, MG gained notoriety for its unique gameplay engine 
and finely tuned enemy А.І. Solid upped the ante by taking things to the 3D world, and the PS2 
sequel, Sons of Liberty, added more character abilities and techniques (plus an on-the-fly first- 
ә person view). Unfortunately, an intrusive narrative and excessive, preachy dialogue—not to 

f mention a big-time lack of the series’ trademark character, Solid Snake — hamstrung Sons. 

The new additions, Substance's extra missions, are addictive, entertaining, and to the point, 
although they may be a bit too difficult for novice players. VR Missions provide training for 
every weapon and item іп the game іп a variety of shooting ranges, and the Snake Tales feature 
extra missions for Solid Snake in various areas of Big Shell and Tanker with tasks that range 
, from taking out bosses to fighting Godzilla-sized enemy guards. For replay incentive, 
a host of rewards can be unlocked, including new character outfits, play modes, 
and advanced skill settings. 


Xbox (2) PSe |!) 


Unlike the previous Xbox incarnation of Substance (see Xbox 
ProReviews, page 86, February), the PS2 version benefits im- 
mensely from tighter controls. MGS2 was made for the PS2 
controller, and the multiple functions are easy to memorize 
and access, quickly becoming intuitive. 

Another notable Sony-exclusive extra is skateboarding. 
Although the "tracks" cleverly use areas from Sons of 
Liberty, the unresponsive Evolution Skateboarding play 
engine makes this extra more frustrating than fun. The 
PS2 version doesn’t completely leave the Xbox in the 
) dust; the graphics in the Sony offering aren’t as clean, 
and they bog down when too many special effects and too 


SENSOR R 


unconscious 


E 
PROTIP: Shooting guards in the head while they're 


the Snake Tale, A Wrongdoing, you 


can find Jenny on the left side of the large, hostage- 


PROTIP: Pay attention to even the 
most innocuous-seeming graphical de- 
tails, such as seagull droppings that can 
cause your character to slip and fall. 


11037108) 


is one effective tactic you can use to 


keep them off your tail. 


h activity fill у 
much activity fill the frame. GRAPHICS 4.0 CONTROL 4.5 


Enough Substance 

If you couldn’t get enough of Metal 
Gear Solid 2: Sons of Liberty or 
wanted more Solid Snake, Substance 
is a no-brainer purchase. Konami 
should have released Metal Gear in 
this form two years ago. 2 


The Skateboarding levels are exclusive 
уло the PS2 version of Substance. 


PROTIP: In the labyrinth VR missions, 
fire shots on the wall to show areas 
through which you've already passed. 


locked locker doors by repeatedly 
punching them. 
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Graphically, Substances PS2 visuals 
aren't as clean as those of its Xbox 
predecessor, and they suffer from bouts 
of excessive slowdown that creep into 
the frame whenever the action be- 
comes intense. 


The game features an awesome audio 
track, from the tension-building music 
right down to the excellent character 
voices that help immerse you in the 
game. It's too bad the aesthetic charac- 
ter voices have to speak so much long- 
winded dialogue. 


т Developed by КСЕЈ 
m Published by Konami 


1539.99 пАсбоп/ 
ЧОО, "Available adventure 
a March m | player 


MAJOR MIKE 


The PlayStation 2 controller is perfect 
for this game—all functions are easy to 
find and learn, and they're infinitely 
preferable to those for the Xbox. The 
only drawback is the lack of a custom- 
controller configuration. 


FUN FACTOR 4.5 


Substance isn't really a sequel, per 5е-- 
it's more of a reason to show off the 
already-solid play engine in different 
ways. The VR and extra missions add 
flair and—gulp— substance, and make 
this an offering of particular interest to 
fans of the series. 


H g PLAYSTATION 2 PROREVIEWS 
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WRATH OF HEAVE 


РВОТІР: The blowgun is best suited Мем to the ae is a Multiplayer mode — Rikimaru slam dunking? Let's just say 
for long-distance instant kills. featuring co-op and versus missions. that Wrath of Heaven has one wild 
bonus level for you to unlock.... 


CTIVISION'S NINJA-SIM FRANCHISE makes its return with Tenchu: 

= Wrath of Heaven. You play three campaigns as Azuma clan ninjas Rikimaru, 

Ayame, and an all-new character, Tesshu. You'll embark on missions requiring deft 
stealth, brutal kill techniques, and loads of wicked-cool weapons, gadgets, 
and mystical spells; most of the gameplay consists of sticking to the shadows 
until you have an opportunity to knock off enemies from behind. This formula 
worked in the past and works still, | 
even if the gameplay overhaul, which K2 
touted earlier in the game's production, а 

« falls short of expectations. 


Masters of Death 


If you've played the previous Tenchu games, 


i PROTIP: The best way to defeat Tenrai is with the 
pus of Wrath of Heaven as more of a МОК Heaven attack, Which is 88 БУ рег 
‚ > big-budget remake than a sequel. Some forming enough stealth kills in Mission 9. Be sure to 
| compelling new gameplay elements have stock up on health potions first. 
1 ^ 
E .. been added, a couple taken away, GRAPHICS 35 
а у A and K2 has tightened up some. of the 5 
Although the cinemas are drop-dead 
control and camera issues that riddled the prequels. You д 
gorgeous, the texturing and colors аге 
can now swipe and use weapons from fallen enemies, and acquire new 5 У А009 : 
| bilities by performing a certain number of stealth kills, but inexplicably you a bit dull and the positioning of light 
| | "m УР 8 E P УУ sources has no effect on your charac- 
1 can no longer drag bodies out of guards' view as in the second game. c асу Ше stealth Кавове 
The most welcome and most needed improvements have been applied to the ж аге quite cool, though. 
fighting system. A lock-on feature now enables you to stay facing your opponent, while 
evasive maneuvers such as flips, sidesteps, and rolls are easier to execute. Performing SOUND ERU 
| stealth kills will unlock new offensive and defensive techniques, combo d special abilities, Composer Noriyuki Asakuras ambi- 
creating the deepest fighting system of the series. tious and beautiful score effectively es- 
tablishes and heightens the game's 


Reve enge ot the Ninj a mood and tension. The voice acting, 
Unfortunately, K2 didn’t go far enough in improving the archaic A.l. scripting ^ however, is pretty haggard, and Activi- 
of the PlayStation precursors. Although guards give better chase, they still sion should have gone the Capcom 
lose interest too easily before returning to predictable scouting patterns, run route by offering the original Japanese 
"2| іп circles while you dan; ly above ог below them, never call for backup, dialogue with English subtitles. 

| and run off of cliffs an to reach you across chasms. Games like Metal 
Gear Solid 2 and Splinter Cell have raised the bi ark for console A.l., and 
unfortunately, Wrath of Heaven uffers in comparison. 


T7 PROTIP: If lost, be sure to examine Nine Deaths ot th 
your surroundings very carefully; there — Wrath of Heaven's other problem | 
are many secret passages in each level. iç that you'll play through the same 

environments in each cam- 

paign, and despite multi 
enemy layouts, that lac! 
level 


da, 


CONTROL 4.0 


Though still sloppy at times, the camera 
system has been markedly improved 
since the last Tenchu. Cycling through 
inventories is quick and simple, evasive 
moves are much easier to perform, and 
the lock-on feature works wonders 
during fights. 


FUN FACTOR 3.5 


Wrath of Heaven is a worthy, if not rey- 
olutionary, follow-up to the previous 
games, but if you're expecting the level 
of depth and challenge of Metal Gear 


. PROTIP: Use a crouching attack to Solid 2 or Splinter Cell, you may want 
slay sleeping Suas and dogs. to try it before buying it. 


ШАУ; 


series and don't m 
of the same, then by all 
means give it a spin. If, 
however, you're used to 
more challenging, stealth- 


orientated fare, you may п Developed by K2 

: : 3 ^: = Published by Activision 
PROTIP: You cannot fall off ledges if you аге алс before in- Á $49.99 m Action/ 
holding the R1 button. vesting the coin. /2 w Available adventure 
March m2 players 
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PLAYSTATION 2 PROREVIEWS 


r before activating the third switch; 
smash your missile power-up. 


7 


PROTIP: Beat the mechanical water spider by lead- 
ing a missile toward the turret in the boss's mouth 
then tapping C] to perform a loop. The missile will 
miss you and hit the turret. 


Rayman 3 boasts some really imi 
environments-areas like this spectral 
tower of light are quite a spectacle. 


PROTIP: To beat shield-carrying | 
Hoodlums, curve your first to the right, 
then immediately to the left. Be quick! 


GAMEPRO APRIL 2003 


je game features some great (and 
unique) i 1 


| | FUN FACTOR 


FUN FACTOR 


4 = Developed and published by Ubi Soft 
m $49.99 ЕЗ) platform 
= Available m1 player 
March 
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| The Ultimate over 520.0009? раке 
E Gaming Rig}! 


Rattlebrain, Inc. 


“We Make You Think...” 
rattlebrain@mac.com 
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You have the POWER. 


In this contest you don't rely on the luck-of-the 


draw. You determine if you win or not. You win by outscoring others in a game of 


skill. Can you solve the puzzle below? It looks simple, but it's only the start. Each of 
five more puzzles will get harder. But this time it's all up to you. Stay in to the end 
with the highest score and the gear is yours. With whatever options you want. Do 
you have what it takes? Try your hand and play to win! 


Media Rig Contest. The Ultimate Gaming Environment, 60 inch HDTV 


monitor, 130 watt receiver w/ Dolby Digital, DV 
DSS Satellite Receiver as a BONUS OPTION! Th 


D and all components shown. Win 
is rig will blow you away!! 


We're talkin’ GAMING HEAVEN! 


Directions. Fill in the Mystery Word Grid 


out the Mystery Word down the side. Hint: use 


th 


with words going across that spell 
е Mystery Word Clue. 


Computer Contest. Wina 
Pentium 4, 1 Gig. RAM, 120 Gig. HD, DV 


tricked out gaming computer with 2.0 Ghz 
D, Windows XP, Nvidia card and more! 


Video Game Contest. Play on the hi-tech cutting edge with this line-up: 


Microsoft XBox, Nintendo Gamecube 
the ones you don't want for CASH! В 


games you choose, Gameboy Advance, 


and Sony Playstation 2! Get all three or trade 
onus options include: 33” monitor, 51,000 in 
cash, accessories and more! 


In the future. For each contest there will be four more puzzles at $2.00 each 
and one much tougher final at $1.00 which will be sent to you by mail. You will have 
3 weeks to solve each puzzle. We don't know how many will play but typically 55% 
will have the highest score possible score to Phase І, 43°o to hase Il, 36° to Phase 
Ill, and 32° to Phase IV. Highest score in the final determines the winner. If players 
are still tied they will split the value of the grand 


prize they are playing for. 


For 17 years we've created safe and fun exercise for your Brain (better than being a tv zombie, your parents will dig it). Legal in all 50 States and Canada. 


Yes! 


ENTER ME TODAY, HERE’S MY ENTRY FEE: 
C ($3.00) Video Game Contest 

[5 ($3.00) Media Rig Contest 

[Г] ($3.00) Computer Contest 

[Г] ($5.00) SPECIAL! Enter them all (SAVE $4.00) 


Name Age 


МИ ОМУ апо 


Address 


Охо <хт-л<% 


Ев 


State Ті, 


City 
D SEND CASH, CHECK, MONEY ORDER T 

RATTLEBRAIN, Р.О. BOX 9315 
PORTLAND, OR 97207-9315 


VOID WHERE PROHIBITED » ENTRY DEADLINE: POSTMARKED BY June 28th , 2003 * ENTRY FEE MUST BE INCLUDED 
Only one entry per person. You must be under 30 years old to play. Suppliers of Ratlebrain, Inc. ineligible. Not responsible for 
lost of delayed mail, Judges decisions are final Open to residents of the U.S. and Canada. Winners determined no later than 
12/31/03. You can request Winners List and Official Rules by writing: Rattlebrain Rules, 1511 SW Park Ave, #1102, Portland, OR 
97201-7806, Merchandise names and models are trademarks of their respective companies who, along with this magazine, 
have no affiliation with this contest (And, if you've read all this you have the personality type to win) ©2008 Rattlebrain, Inc. 


WORD LIST and LETTER CODE chart 


© T 


PINCH 
BREAK 


К BLAST. 
:5 SPRAY 
.R PRESS. 


STOMP ..... 
CRUSH....... H SLANT 
MYSTERY WORD CLU 
WORLD RULERS HAVE IT AND IN THIS CONTEST YOU HAVE IT 


ого 


Verifiable retail value of contest prizes: Media Riy $7,012.00, honus options $4,699.00. Computer $2,500.00, honus options $3,58 
-This is a paid advertsisemnt hy Rattlehrain, Inc.- 


1.00. Video Game $900.00, honus options $4,799.00. 


Г] = PLAYSTATION 2 PROREVIEWS 


Everblue 2 | Jed 


THiS QUIRKY SCUBA-DIVING adventure won't attract a fraction of 
the interest that hit titles do, but for the right kind of gamer, it will be like 
stumbling across a sunken hoard of gold. Combining the collecting and ad- 
venturing angles of Animal Crossing and Pokémon with first-person diving, 
Everblue 2 is surprisingly addictive fun. қ 
You play as Leo, а master diver on a Caribbean island who navigates 
through the local town by steering a cursor around the screen. The locals 
hire you to recover sunken oddities, and an overarching story line pits you 
against a corporate salvage firm in a race for a mysterious treasure. 


and the асе! с anhydride around the 
metal girders in the abyss depths of 


PROTIP: To earn a bag that lets you 
move massive items like the bed or the 
the east shoals, Once you dive, the game thankfully switches to a first-person view, replete guillotine, get J.J. all five types of art. The 
with teeming ocean life and a variety of sunken ships to explore. You'll harvest an astonishing array of items, photo- hardest to find, the treasure, is the crown 

d in the art gallery on the second level of 
the Ballena. 


graph the sights, and monitor your air and depth. If you let yourself be charmed by the game's baldly naive and happy 
tale, completing all the quests can take on а feverish urgency. Cynics will grunt and hastily return to Vice City. 
Despite its impressive depth, this game is no masterpiece. The cursor-based town interface is irritatingly archaic. 
The syrupy, incessant music grates agonizingly, and the complete absence of _ 
dialogue is lame. The undersea Worlds can be pretty, though nothing about а Developed by Arika 
these graphics will raise your eyebrows. Everblue 2 sure isn’t for ever; one —or 4 Published by Capcom 


even for that many— but if you find yourself intrigued by its premi: ‚ theres 54992 Adventure i3 
enough quality eventing һе! that it can almost become an obsession. 2 - Avallshle now. nl prayer 3.0 2: 5 = 0, 4.0 


My Street ` 


My STREET TAKES party games and tries to give end a neighborhoo оа context. As the literal new kid on tl 
block, you explore your tiny town and meet all the main stereotypes—the science nerd, the farm girl, the dread- 
locked beach bum who says “brah” a lot, and more. As you meet other kids and beat them at their favorite gam 
magnetic marbles, dodgeball, R/C car racing— you'll. unlock more games and activities. 

The world looks like a Jimmy Neutron-inspired, superdeformed freak show: Bulbous children scamper through 
the bright neighborhood full of houses built at funny angles. The camera is a nightmare. As you run around town, the 
game switches between a free-floating follow cam and rigid preset angles, making character movement unnatural and 
sometimes contradictory. The controls for the mini-games are sharper (games И 's no зћате in goal- 
like marbles offer surprisingly deep strategy, too, but will the pee-wee audi- ames on magnati 
ence even care?), but the poor response on stupid activities like cow herding 
brings the whole game down. What's worse, the other kids in the neighbor- opponents off the table. 
hood never shut up with their character-specific but utterly unamusing smack talk, and the plinky, cutesy 
soundtrack just reinforces the feeling that you're in some candy-coated episode of The Prisoner. 

While it’s noble that someone has tried to give a party game a plot, the kiddie treatment here is both disturbing 
and annoying, and the games them- Б Tow ACTOR 
PROTIP: When you start, buy marbles Selves aren't all that fun; the addition È Developed by Idol Minds 


5 8 = 8) и Published by Sı 
at the store, then win three rounds over of PS2 online play does not redeem it. pË 39 Es Ш ШЕГЕН EVERYONE T crarnncs | souno | connor 
three days. You can then borrow Anna's | My Street is your street, move. /2. ч 
2 | 1 ^ : а Availabl 
fins to retrieve the volleyball. y ү valable now: рүн» 


EVERYONE | cnarwncs | souno [conto 


BY DAN ELEKTRO 


mi im ШШ Jurassic Park: Operation Genesis | 

2 я SURE, BUILDING ROLLER coasters is fun, but the fatality level is disappointingly low. That's part of what makes 

Jurassic Park: Operation Genesis such a cool idea—it's a natural mix of world- building and dinosaur danger. 
Operation Genesis encompasses everything from directing DNA research 

to building hatcheries to setting the ticket prices and, of course, doing your best 

: to stop the attractions from eating the guests. That's really where the game goes 

К Bese beyond the norm— you'll still find yourself managing resources and making . 

money, but you'll also get to shoot things! Rampaging T-rex? No problem— i 

hop in the helicopter and tranquilize her yourself. The action parts aren't super 


x LET 


PROTIP: If you can afford to purchase 
two hatcheries, go for it-but you can 
get by with just one for a surprisingly frequent, but they're there and are an excellent break from the biz stuff. 


long time. 2 The controls аге fairly complex (the game was designed for the PC first, uan, $ 

then Кое ее but the tiered, graphical menus do a decent job of juggling all your responsibilities. John Williams’ PROTIP: Regulariyicheclwhat your 
familiar movie score evokes pastoral grandeur, but it kicks up a symphonic notch when, say, a twister rips through patrons are thinking. Their feedback 
your park and kills a half-dozen guests. Best of all, however, is the park's sharp 3D layout— detailed buildings, realistic should partially dictate how you de- 


dinos, and graphical perks like giant hamburger balloons all give the game an impressive tangibility. ШРШ pane 


Jurassic Park is a natural fit with the god-game genre, making Operation 


Genesis the most logical of all JP games to date. And while you must have a Developed by Blue Tongue Software 
3 ; Қ T TAN A 2 Published by Universal Interactive 

mind for strategy and business to really enjoy it, you do get to see dinos f $49.99 Strategy 

bleed now and then—and that's worth something. @ Available 1 player 


March 
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Aero Elite: Combat Academy 


No роивт w HAT the PlayStation 2 lacks is an outstanding air combat game to rival the now- майор Ace Combat 4. 
Too bad Aero Elite couldn't fill that void. Instead, this winged craft shouldn't have been allowed to take off. 

Aero Elite's concept is ideal for any flight enthusiast, but when it comes to performance, the game fails in every 
aspect. In an attempt to simulate real-life flying, Elite puts you in the cockpit of more than 60 unique aircraft (most of 
which need to be unlocked) and trains you to be the top gun in the game. Successfull " mpleting training upon train- 
ing is the key to unlocking more flying machines, including an array of fighter planes and helicopters. The training, how- 4 
ever, gets tedious and frustrating, and, a Ерте points (like carrier landings and mastering helicopter flying), it's ШЙ PROTIP: їп Pin Point Challenge, re- 
impossible to pass. Part of the frustration is the unbearable controls, which ^ jease bombs at low altitude for better 
feel loose on the helicopters but very tight | oni the jets. accuracy. 

The graphics and sounds create even more. turbulence. Aero Elite looks like a throwback to the PlayStation days 
with grainy and dull visuals. Even the explosions are unexciting as you fly above the incredibly sparse terrain. Minimal 
sound effects and annoying music glide way below cloud nine, too. 

Aero Elite's true failure, though, is its boring gameplay. Dog fi ighting and attacking ground forces just isn’t entertain- 
ing. The art of fun aerial combat has been completely | lost because there's too much emphasis on mastering the 
complex controls. Worry about re ¢ 
trieving the black box from Де Elite: |B Developed and published by Sega 
Combat Academy—it crashes as soon ды $49.99 а Air combat 


as it's airborne. @ * aile 2 players 
arc 


PROTIP: Keep as close to the air- 
craft as possible in Aerial Pursuit so 
that you'll have a better chance to fly 
“through the rings. 


EVERYONE | cnavnics | souno [ conrnor 


b. 
BY FOUR-EYED DRAGON 


| P.T.O. " 


P.T.O. IV DELIVERS an intense, sea-based World War Il military experience unlike anything . 
currently available for the PlayStation 2. Be warned, though: The game has a steep Рр бале curve and 
requires a good deal of devotion to the source material. 5 
Military sims are usually a bit weak оп the presentation side of things and 
nomm Pacific Theater of Operations is no exception. With the large array of units 
ТЕСІГІ j involved in any given skirmish, it’s understandable that the visual detail isn’t 
Н : as high as you'd expect. Luckily, the audio portion more than makes up for it 


: mno ЖЕТУ СА Ча Ж hes with superb sound effects like the booming cannons of a destroyer or the 


tering key historical outcomes. Fantastic! — Wind-cutting buzz of a fighter plane. reat 
a4 The immense depth of strategic planning and historical accuracy combine | BARBARA 
| sengana - s 
PROTIP: The A.l. of your units can be 
spotty, so try not to choose “use their 
best judgement” too often. 


for an intensely addictive experience. You can play by mirroring actual events, devising completely new approaches, 
or using a combination of both. You can even change alliances, such as making Britain part of the Axis powers or 
Japan part of the Allies. The in-game menus can get a bit cluttered, but they provide great control of it all. It’s 
easy to deal with once you've played through a few campaigns, but some shortcuts would have helped. 

Over the course of the series, Koei has refined sea battles to a near science. 
The considerable learning curve and subject matter may not be for every- 
one, but P.T.O. IV provides endless hours of gameplay and is a must for 
war simulation buffs. /2 


и Developed and published by Koei 
н $49.99 Simulation 
m Available now ™1 player 


BY TOKYO DRIFTER 


ATV: Quad Power Racing 2 


Don’t YOU HATE when someone makes a sequel to a really bad game? 
You do? Then it’s time to quit hating—Climax’s latest is light years better 
than its ugly-as-sin predecessor and is already worthy to compete against 
Sony's Offroad Fury series. The visuals 
have taken a gigantic step forward, 
the tracks are more intelligently 
designed (but still have stupid obsta- 
cles that require rote memorization 
to avoid), and the controls have got- 
GUPRR-MAN ten the reworking they desperately 
NE needed. If you can live without that 


түзеу, WE 5 other game's online support, then 
š For a quick boost at the YYA 

start, let go of the accelerator half a Бе соет a 

second before the starting gun. 


HyperSonic Xtreme 


HYPERSONIC XTREME 15 a budget Wipeout Fusion without weapons. 
The graphics are muddled (especially with two players) and contain inex- 
cusable artifacting. The game's repetitive, bland ред music is also а turn- 
off. The controls are passable, how- Е E 
ever, and the Trak Editor is highly 
intuitive —it will have you blasting 
across the alkali flats in no time. 
Most of HSX's Fun Factor score is 
due to the Trak Editor, which turns 
the most mundane of games into a 
playground for your imagination. 
And perhaps most appealing of all 
is the bargain price of $9.99. /2 


"PROTIP: If you don't hit the power 
strips, you'll get left in the dust. 


= Developed by Blade Interactive Studios / Developed by Climax (U.K.) 
= Published by Majesco Published by Acclaim 


$9.99 Racing : $29.99 Driving 
Available now — 82 players 2 = Available now 82 players 
BY DJ DINOBOT. Es BY FENNEC FOX 
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оок TO THE center of the console adventure gaming galaxy, and there you will find Link. Every 
! heart piece you've ever collected and gem you've gathered, every block you've pushed and wall 
you've bombed open, every Dark World you've visited and 3D sword-lock you've acquired—all these 
things stem from Shigeru Miyamoto's incremental innovations in arranging adventure game |s and Os. 
This time, however, our Него% had an inspiration of a different sort. ҮҮТ” 


аке 


Few things in this life have gotten gamers as riled up as the Great 

Kiddifying of Young Master Link; chances are you'd already convinced yourself to love Cel-da or hate him before 
you'd even played the game. For the cel-haters, no amount of gushing is gonna change your mind— even if you heard 
that the quality of the liquid watercolor animation rivals (heck, surpasses) Disney's best, or that the game's spirit taps 
into the same natural-mystical kid/adult crossover zone occupied by the finest films of Hayao Miyazaki >» 
(Spirited Away, Princess Mononoke). For the cel-lover, The Wind Waker will be the adventure of a lifetime. 


40444 


Miyamoto's goal has always been to make sure that everything that goes into his games only serves 
to make them more fun...features lists and demographic data be damned. In that regard, The Wind 
Waker doesn't stray from the winning formula that's made the series such a smashing success. The >”7”%”.....” 
Overworld still holds more secrets than you'll ever find, and there аге still blocks to push and = 
chests to open—though all of this is handled with а bit more 
wisdom and a bit more refinement this time around. 
The game features fewer “dun- 
geons" in the tradi- 
tional sense, but 
the ones that are 
here tend to be bigger 
and more challeng- 
ing with new twists 
(several of the more 
ingenious ones 
have you 


OOO 
- 


©0434 
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leading around another character, Ісо- 
style, to solve puzzles). Later in the 
game, the notion of “dungeons” is all 
but overthrown by a series of wonder- 
fully elaborate treasure hunts that 
are sure to tax even the most accom- 
plished Legend of Zelda gamer. 

The biggest (non-Celda-related) 
change comes in the way the Over- 
world is presented: as a vast ocean, 
set in a 7x7 grid, each square containing an island with something to find. 
While trekking between islands threatens to become tedious, there's always a 
million somethings to do on the way if you're so inclined— treasure maps to 
decipher, giant squids to encounter, submarines to pilfer, Great Fairies to free. 
Even so, the game's surprisingly nonlinear, exploration-nurturing nature often 
requires patience and sturdy sea legs for backtracking. 


Combat is a supreme joy—it incorporates Ocarina's lock-on system, though 
new additions like countering and disarming are a cause for celebration (com- 
bos create awesome Looney Tunes-y “dynamic soundtracks"). You'll rarely die, 
and while the boss battles are glorious, they're not exactly tough. More fun/less 
frustrating is the game's fighting philosophy. Unfortunately, the camera can 
really freak out on you, and you'll often find yourself in first-person mode 
when you meant to be locked on. 

Where things get truly challenging is in the puzzles: For most of the game, 
the fun-to-frustration ratio is pitch perfect, but be warned that you will get 
stuck as the Wind Waker has a knack for turning the most mundane box- 
pushing puzzle into a test for a Mensa membership. Take, for example, the 
Earth Dungeon, which does for "reflecting light" what Ocarina of Time did 
for “changing water levels.” 

All this, of course, is stitched together by one of the most creative and 
beautiful worlds ever conceived and brought to life...not just in video gaming, 
but in the whole realm of animation, film, and art. While The Wind Waker 
may be a bit too complex for the young, it's definitely conceived and built 
for the young at heart. 


The Legend of Zelda: The Wind Waker dares to defy the notion that video 
games need to be more “gritty and realistic” by choosing instead to become 
exactly the opposite. Link's is an adventure as old as time, but it feels like 
the most refreshing game in the world, thanks.to creative daring, insanely 
superior production values, and—above all—gameplay that would be fun 
even if Link were made up of five colors and 16 pixels, and carried a blue 
monochrome block for a sword. 


Note: This review is based on the boxed Japanese version of the game. According to Nintendo, 
the only difference in the English version is language translation. 
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GRAPHICS 5.0 


Gorgeous, stylized, fluid, groundbreak- 
ing..it's like watching a trippy Disney 
movie, except youre fully controlling it. 
The only greater compliment is that the 
game is so good, you often completely 
forget about the graphics. 


Wonderful! The music strives for striking 
simplicity in its haunting violin-and-harp 
sea shanties. The dynamically generated 
battle music is particularly inventive, and 
the characters’ grunts and squeaks 
(friend and foe alike) never fail to delight. 


CONTROL 4.5 


The camera can go absolutely bonkers 
during battles, and pulling out your wand 
to do repetitive tasks gets a little old, but 
everything else —fighting, jumping, walk- 
ing, sailing, standing around just looking 
at stuff—is bliss. 


FUN FACTOR 5.0 


A brilliant, dazzling wonder, no matter 
how you feel about Link's new pants. It 
stretches tried-and-true Legend of 
Zelda gameplay where change was due, 
and leaves it alone where it's always 
worked. If this game doesn’t make you 
happy, then it's physically impossible for 
you to be happy. 


$49.99 
Available now 


Adventure 
1 player 


BY STAR DINGO 
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Developed and published by Nintendo 


VIVID NIGHTMARES 


Link fighting giant dungeon bosses 
using the new. tool he just found? 
Who'd a thunk?! Неге are some 
helpful tips оп beating some of 
the early. dungeon ‘overlords. 


То beat the fire scorpion boss, 
use your-grappling hook onsthe 
dragon's tail to drop the ceiling 
on his head three tímes... 


«Once his protective casing 
shatters, lock on to'his eye with 
your grappling hook to reel him 
in, then smack his eye with your 
sword while he’s knocked out. 


То beat the flower boss in thé 
second dungeon, use your boom- 
erang’s first-person mode to cut 
off five tentacles at a time until 
he falls, constantly strafing to 
avoid his attacks... 


«Once he falls, run into the re- 
vealed:core and hack.away until 
theflower.reseals, swallows you, 
and'spits:you out. 


XBOX 
PROREVIEWS 


AFTER A FEW lackluster attempts, everyone's favorite whip-toting archeologist finally has a good 
video game adventure. Indiana Jones and the Emperor's Tomb has good looks, a quality movie sound- 
track, and action/puzzle gameplay that will satisfy fans until the next movie rolls around. 


DIANA ONE $ D>. Jones, 1 Presume? 


Indiana Jones and the Emperor's Tomb is your basic 

ANO THE run, jump, punch, and solve puzzles type of action game 

PERORS TOME that clocks in at a dime a dozen. Luckily, the spirit of the 

movies has been successfully transferred into a game with elevat- 
ing results. The combat is especially well executed, although the 
amount of punishment opponents can take is a tad unrealistic. 


The puzzle element will have you pulling a fair share of levers PROTIP: Only use your whip to gum enemies as 
it is very weak and slow as a melee weapon. 


and performing jump after curse-inducing jump. Some more 
in-game story breaks or variation in play mechanics would have 
gone a long way in making level goals seem less tedious. 


PROTIBI Мез will reload your The background music, comprised almost entirely of John Williams’ score, 
empty gun for you if you drop it. Get is easily the game's biggest asset. Also noteworthy is the mostly convincing 

it back before they turn it on you as 
pictured above. 


Harrison Ford sound-alike. 


Throw Me the Emperor's Тәті, Ї Throw Vou the Whip 


The graphics are nicely done, but they certainly don’t push 

the Xbox too hard. Indy himself looks nice and moves well 

as do most of the enemies you encounter. Some odd colli- 

sion problems occur, breaking up the flow of the action. 
With a little more fine-tuning and polish, 

Indiana Jones and the Emperor's Tomb 

could have been completely awesome. 


PROTIP: Hold down the R1 button 

anytime you make a jump with a steep 
drop so you can grab hold of a ledge 
if you miss your mark. 


is Developed by The Collective 
PROTIP: Look carefully before drop- It's still a mighty fine adventure as it is, s Published by LucasArts 
ping below, or you could end up ina although Indy fans will get the most 1 $49.99 Action 


К d il ! 
very bad place. mileage from it. a ч Available now player 
BY KILOWATT 


PARTY GAMES HAVEN'T 
been exactly hot stuff on the 
Xbox so far, but Kung Fu Chaos's 


UNG 
combination of slapstick comedy 
and multiplayer mayhem might 


finally make the cut. 


HERE COMES THE BIG BOSS-LET’S GET IT ON 


Film director Shao Ting wants to make a kung fu comeback, so 
he’s arranged a stable of wannabe action heroes for his big pro- 
duction. He's also unleashed scores of ninjas on wild movie sets ranging from Asian vilages to sci-fi PROTIP: On The Good, The Bad, and The Ugly 
scenes and even a sinking luxury liner. For players, that means lots of beat-em-up action with a healthy Princess, use the rotating platforms as often as you 
dose of Mario Party-style mini-games that borrow from classics like Kaboom! and Pac-Man. Success in сап. They make for multiple easy kills. 
single-player mode opens more multiplayer options. 

The mood of the game is downright silly, which works in its favor as long as you're not offended by the intentionally 
mangled English grammar (Ready, Make Fighting!”). Lalo Shifrin’s soundtrack from Enter the Dragon (syrupy strings, 
bold brass, wocka-wocka wah guitar) sets the 1970s musical mood, and the well-animated pint-sized pugilists riff on 
kung fu clichés. The camera is the only bummer; it sometimes forces you to move off screen to survive. 


EVERYBODY NEEDS A LITTLE КЕС 


Simple button-mashing combos make advanced attacks pretty easy to perform, 
and that pays off big when you start smacking your pals around in the surprisingly 
addictive four-player matches. If you've tried Fuzion Frenzy or Whacked!, you'll PROTIP: On Fry Hard, throw dizzy 
really appreciate Kung Fu Chaos's multiplayer strengths. opponents into the mouths from a dis- 
With its martial arts action, Kung Fu Chaos is a bit like Mario Party with a tance while jumping. This puts you іп 
* E 2 a better position to hit the button. 
mean streak; it’s funny and furious but not cutesy, which should serve Xbox 
owners just fine. Don't underestimate it - 
PROTIP: The game VEN t tell you, if you're looking for four-player fun. e Developed by Just Add Monsters 
but during Four Platforms and a Princess, 4 zd = Published by Microsoft 


you can jump out of the way with A. И $49.99 Action/party 
Available now 44 players 


PROTIP: Use your super attacks as of- 
ten as possible-you'll build stars faster. 


BY DAN ELEKTRO 
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Ж хвох PROREVIEWS 
Jurassic Park: Operation Genesis 


“WE VE MADE LIVING biological attractions so astounding that they'll capture the ima ination of the entire 
planet,” says John Hammond in the opening installment of the Jurassic Park film franchise. That makes one of the 
best setups ever for a god game, starring players in the role of Hammond's dinosaur-breeding, gene-splicing, 
amusement-park-building right-hand man. 4 
Characters from the movies are your tutors and coworkers while you learn the roj 
Jurassic Park. Everything is up to you—which dinos to create, where to place the atti 
the inevitable emergencies, even whether or not Jurassic Park features pay toilets. 


5 as the new manager of 
ctions, how to cope with 


baw 
КЕЛ 
а break from the strategy Amros 
stuff, you'll jump into a helicopter and tackle problems like dino illness and unrest with some hands-on action— 


PROTIP: If the thought of individually 
including “retiring” a rampaging T-rex or two. уу many other amusement pricing each attraction freaks you out, 


park sims let you manage your business with a sniper rifle? lower them all to zero and jack up the 
The fully 3D, rotatable world looks more or less the same as the Play- price at the main gate. 

Station 2 version's but with better fog effects and reflective water. The game was designed on a PC and ported to 

the Xbox, but the menu is amazingly easy to navigate, despite the hefty number of tasks you must juggle. The film 

soundtrack pops up at opportune times, alternately soothing and scaring players as they mess with Mother Nature. 
While business minutia often drags 3 

down world-building sims, Operation р Developed by Blue Tongue Software 


Genesis offers enough variety and a bit Published by Universal Interactive 
т ү i a $49.99 Strategy 
carnivores without upgrading to Medium ОЁ real action to not only set it apart , Available 1 player 


Security fencing. but also keep players very satisfied. O |“ March 


BY DAN ELEKTRO 


Vexx . S 2 
WHAT DOES IT say about the "extreme"-ness of Vexx, the first platformer of the new year, that the game it 
most closely resembles is Banjo-Kazooie on the Nintendo 64? Sure, the introduction goes on about the evil Dark 
Yabu and the legendary Astani War Talons and your grandfather being mur- 
dered before your very eyes, but the game itself is as standard a hop-n-bop 
as you can make without actually hiring Shigeru Miyamoto for the design. 
Simply put, Vexx is divided into nine levels, most of which have 10 

Shines—er, sorry, "Wraithhearts"—to discover. These thumping wonders 
are won by completing the usual 3D platform tasks: exploring hidden pas- 


PROTIP: Hearts encased in crystal can 3 CM A, 
only be opened while in Rock Suit тоде Sages, carrying heavy rocks to and fro, winning a few mini-games, and col- 


іп other words, race over there before — lecting six of this or 100 of that. Our young, surly hero defeats enemies by 

your suit time runs out. snapping at them with his Astani jobbies, earning bonuses by juggling crea- 

tures in the air fighter style—a mindlessly fun diversion in open-air spots. And that's really about it gameplay-wise. ^ meaner at night. To combat this, find 
While it wouldn't be smart to give too much credit to Vexx—there’s nothing really new here, save for some neat а sundial and wind it forward until 


PROTIP: Enemies turn several shades 


time-based puzzles—the game is far more engaging than youd figure from first glance. The backdrops are uniformly daybreak arrives. 


pretty, and while. ou have little idea where to go next at times, the challenge 2 TUN FACTOR 
never graduates to frustration-level. With some polish (and a better sound- | Developed by Acclaim Studios Austin 
j БИН ae ù Published by Acclaim 
track), Vexx could take on the top of the heap; as it is, it already beats all of 
i y $49.99 3D platform 
last year's second-tier platformers. G 2 Р Available now =| player 


BY FENNEC FOX 


Murakumo: Renegade Mech Pursuit 


MURAKUMO 15 A special mech unit charged with protecting the city from wanton destruction by giant robots. 
While the plot is unavoidably tired and worn out, Murakumo tries to set itself apart by being a mech pursuit game, 
which means you chase rogue mechs through indistinguishable Cityscapes for 20 levels. The result i is a series of unin- 
spiring levels that all look and play alike. ў 

But the problems don't stop there. The controls are EM cumbersome for a 
is crucial. Steering and aiming is a nightmare, and certain weapons border on unusable. Customization is nonexistent, 
though you can choose which of five specialized mechs you want to take out on each mission. Backstory elements 3 - 

\ " 4 5 а РРОТІР: The subway provides а 
are delivered through a bland "Reports" menu that consists of a text box E opportunity to Бота yod: tar: 
and a couple of still images. And incredibly enough, in this age of Xbox Live, get, but don't use the multi-missile 
| theres no multiplayer mode! launcher in confined areas. 

There's a debilitating lack of variety in Murakumo's missions, too. "Rescue the news helicopter" means chase yet 
another rouge mech through the city and then watch a cut-scene in which the helicopter is actually rescued. The 
cut-scenes are the best part of the game, though the soundtrack and voice acting are bland. The intro cinematics are 
thrilling with a polished romp through a city under attack. Unfortunately, it turns out to be a false promise when the 
chips are down. Stick with Zone of the - 


tch game in which precision 


Enders or MechAssault if you want a Developed by From Software 
PROTIP: The energy web (pictured 5i | Published by Ubi Soft 
jant robot fix. /2 ) Н 
above) will slow you down апа make 5 ) 549.99 Action 
you lose your target. Available 1 player 
; March 
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>>> Deciding whether to hurl the heat or bring the funky stuff? With TOTAL PITCH CONTROL you choose the amount of power and 


Гато OAK 


use MVP Baseball" 200375 graphic grid to help you exploit the 


batter's icy areas. You'll be back in the dugout getting forearm bashes in no time. 


ALLI NEED IS ONE MORE PITCH. 


Visit www.esrb.org or . L с 
call 1-800-771-3772 
for Rating Information. PlayS ta tion.e А 

SREB 


It's in the дате” 


ALL I NEED IS ONE MORE PITCH. 


until you see the one you like. Stay alive in the count long enough and you might get tipped off to when the pitcher leaves one in your wheelhouse. 


Voila! No more ducks on the pond. Get yourself into the starting lineup at mvpbaseball2003.ea.com. 


М, 


PITCHER VS. BATTER. WHAT SIDE OF THE FENCE ARE YOU ОМ? MUI ; 


ЕШ 


© 2003 Electronic Arts Inc. Electronic Ars, ҒА SPORTS, the EA SPORTS logo, MVP Baseball and It's in the Game. are trademarks or registered trademarks of Electronic Aris Inc. in the U.S. and/or other countries. АП rights reserved. “PlayStation” and the "PS" Family logo аге registered trademarks of Sony 
Computer Entertainment Inc. Microsoft, Xbox and the Xbox Logos are either registered trademarks ог trademarks of Microsoft Corporation in he U.S, and/or other countries and are used under license from Microsoft. EA SPORTS” is an Electronic Arts™ brand. Major League Baseball trademarks and copyrights 
are used with permission of Major League Baseball Properties, Ine. Visit the official web site at MLB.com. © MLBPA. Official Licensee — Major League Baseball Players Association, Visit he Players Choice on the web at winwbigleaguers.com. All other trademarks are the property of their respective owners. 


SPORTS PAGES 


PROREVIEWS 


E High Heat Major 
ES League Baseball 2004 , 


FTER TWO SEASONS of fielding the finest baseball gameplay around, High Heat spent the 
A offseason shoring up the weak parts of its game, and it's finally ready to flourish in "the show.’ 
Strong, competitive graphics and remarkably deep features make High Heat Major League Baseball 
2004 the best baseball game of the year. 


e Херня Winner Р Т 4 PROTIP: If you think it will be a close call whether 
Since its PlayStation 2 debut, the High Heat series has captured the essence and excitement of base- ^ your runner gets tagged out or slides in safely, tap 


ball in its stellar gameplay. That excellence continues in this season; Би поуу it's beefed up by a sturdy, | Advance Runner the instant the ball leaves the bat to 


engrossing lineup of features, The vast Franchise mode lets you play an infinite number of seasons; get him to start hustling. 
managing your pro team and your AAA, AA; and A minor leagues. Along with standard dealings like trades, free (INNO, tot oo OUT mma 200 


agents, and player creation, you manage player contracts, team budgets, and drafts. If your attention span is already | pe 
yawning, faster action can be had in Exhibition, Home Run Derby, and Playoffs modes, as well.as the cool mini-game | 
of 2-on-2 Showdown. 

Separating itself from the pack, High Heat now offers a crazy 27 pitch types ranging from the circle changeup to 
the rising fastball to the slurve. Of course, individual pitchers don't pack 27 pitches, but their arsenal of three to six қ 
pitches, modeled after the real players, is drawn from this hefty pool, The tremendous variety that gamers now : 
encounter at the plate injects another compelling layer of depth and challenge to the pitcher/batter confrontation: — m PA 
ad Beautiful Night for a Ballgame PROTIP: Be extremely careful when 
On the field, High Heat delivers the perfect. blend of fast-paced. leading off runners-the CPU pitchers 
action and authentic baseball realism, More than'in.any other 8/6 smart and fast about pick-off 

Д 5 5 throws. If the pitcher looks at your 
game, you feel the payoff or the pain of getting ahead or behind ° runner even once, don't lead off until 
їп thé count, and the whip-smart А.І. gives you a rousing game "һе starts his windup. 
every time. If you don't like how the game's playing, an extensive 
tuning menu lets you fiddle with all the details. 

Tight controls are a big part of High Heat's appeal. There are 
no cursors, meters, or other contrivances: You aim your pitch 
or your swing with the analog joystick and take your best shot. 
Fielding and baserunning are uncomplicated and responsive, 


PROTIP: Set up patterns of pitches that deceive 
the batter. For example, throw a changeup high and Bring Your Broom 


outside for a ball, then throw a curveball high and Although High Heat will be available on all systems this year, only 
outside so that it just breaks into the strike zone. 7 4 ч . 
the PlayStation 2 and Xbox versions were available for review 


ай PROTIP: If you're pitching and you're | 
E wm] this issue as the GameCube edition is trailing about a month behind. Unsur-- ahead in the count, intentionally throw 

prisingly, the Xbox version is the better of the two, offering more detailed Wo fastballs in a row outside the strike 

zone, then throw а changeup for à 


graphics and lighting, a cleaner frame rate, and crisper audio. 

As a package, the visuals received a facelift that puts High Heat 
оп а level; playing field with the other baseball games, though it's 
Still not a looker the way MVP Baseball is. The players’ body 
shapes: and ahimations are smooth, detailed, and natural, but 
their faces aren't too recognizable. The ballparks gleam with 

Е "M reasonably rich textures and lighting, but again, MVP holds the 
PROTIP: When you áre batting and 


the count gets to 3-1 or 3-0, visualize unicontested nie meus ; a Ё 
the pitch уои want and only swing if The audio will feel quite familiar to anyone who played last 


you get it. year's PlayStation 2 game— beyond some additional lines for the 
announcers, it hasn't changed much. The sound effects are good 
but not great, and the two-man commentary booth does a solid 
1 job of calling the game, though repetition becomes significant. 


after a while. ; ; PROTIP; If a batter is taking the Бай and swinging 
Other baseball games might have a more unique feature or, through pitches you intentionally place outside of 
the strike zone; keep throwing that exact pitch until 
he takes. ; 


two, and several absolutely.have better graphics, but only. High 
Heat delivers such consistently riveting | / 
gameplay. For the third season ih a: row, 
| its the top ballgame on the market. 3 


m Developed and published by 
300 


PROTIP: If you are grounding out a 
lot, try holding Ч/ when you swing at 
low pitches. 


549.99 m Baseball 


=2 players хі 
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HENDRIX 


SPORTS РАС PROREVIEWS 


ES World Series Baseball 2K3 


D YEAR, WORLD SERIES BASEBALL made an aggressive and successful run at the 
video game championships. This year, the team’s still swinging for the fences in the face of stiff 
competition for Xbox honors from High Heat Baseball and MVP Baseball, 


First-Class Baseball 
WSB 2K3 continues to dó a great job of covering 
the basics. Franchise mode, for instance, is pretty 
much intact from last year and remains one of the game's strong 
points. You can manage your club for an unlimited number of 
years and hire position-specific coaches. There's also an insane 
number of attributes for create-a-player mode, so you can truly 
build an *un-Natural" if you like: 

This year, you can fine tune the mood of your clubhouse. by 
managing a player's loyalty to your organization or giving them 


PROTIP: To make hit-robbing stops 
with the infielders, get them as close as 
you can to the ball and then Jam the R 
trigger button. 


You Make the Play 

2K3's controls feature some пісе new additions. First of all, you 
can finally save a game in progress! The defensive controls get 
a big boost from single-button dive and jump moves for both 
infielders and outfielders. This tactic takes timing, but it can be 
a game-breaker if you pull it off. Overall; the controls do a first- 
rate job in the field with players responding tightly to joystick 
movements and throws generally on target. 


some time-off during the season. You can also improve your club 
via in-game controls that beef up the’skill levels of your coaches. T^ 


_ tively, but-as he tires his accuracy drops. Watch the 


PROTIP: Every batter is looking for a fastball to 
drive. Use it judiciously. Work the corners of the 
strike zone. 


РВОТІР: іп the early innings, your pitcher can 
work away from the batter's power zone very effec- 


PROTIP: Run conservatively on base 
hits. The outfield ‘grass of every ball- 
park Is rock hard, so outfielders field 
the ball very quickly. 


е 
sy, but th 

nouncers will let you know when some- 

one's starting to steal on you. 


RBI 


PROTIP: Your sluggers will not deliver automatically; you'll have to practice long | 
and often to get your hitting skill into game shape. 1%) 
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On offense, уой control the size of the lead for a baserunner 
and you can drag bunt, which looks pretty cool. The hitting 
system is nothing if forgiving, allowing you to make contact more times than 
not on hittable pitches. But to get 
the most out of real-life sluggers, you 
have to spend the time to master 
the stiff batting cursor. 


Pennant Potential 
From the stands, WSB puts.on.a good 
show. The ESPN-licensed look adds 
nice style to the overall presentation, 
and the stadiums look excellent... 
even if the fans are stiffs. The player 
graphics are crisp and sharp. Eagle- 
eyed fans will argue over the accuracy 
of the faces of stars, as always. In fact, 
| you may ferret out a few unfamiliar 
faces on your favorite teams. The audio 
makes you feel like you're in a ballpark. 
However, you'll notice the announcers 
trail some of the onscreen action. 
Overall, this game's got the right 
stuff to'show. you a good time through 
162 games and beyond, and Play- 
Station 2:gamers will also get at-bats 
this season, though that version wasn't 
-yet ready for review. World Series 
Baseball 2K3 remains/an Xbox. 
“powerhouse for this year A 


PROTIP: Warm up your relievers be- 
fore you bring them into the game-it 
makes a big difference in 2К3, 


SB 


$49.99 
X / m Available 
March 


yellow stamina meter in the pitch selection overlay. 


Developed by Visual Concepts/Blue Shift 
Published by Sega Sports 

ı Baseball 
2 players 


GRAPHICS 4.5 


Overall, this game looks great. The 


crisp, fully detailed animation really car- 


ties the visual show. Character graphics 
are good if a little unexpressive and, in 
some views, the players don't look like 
themselves. 


SOUI ERU 


Sounds like’ a, ball вате —the ambient 
crowd noise is first rate, creating a nice 
ballpark feel. The “announcers are on 
their job, but sometimes their 'calls trail 
the play. 


CONTROL 5.0 


Terrific additions this year: Youcan drag 
bunt, increase а lead off base, and leap 
for line drives. Pitching із precise and 
easy to learn, but’ mastering hitting re- 
quires mucho batting practice. ; 


FUN FACTOR EXU 


Whether. you. want- to build a major 
league ‘franchise -or just play two with 
your. favorite team, competing іп а com- 
plete game of Xbox baseball couldn't be 
easier Ог more fun. 


ORTS PAGES PROREVIEWS 


ЕЭ MVP Baseball 2003 


A. A YEAR of rebuilding, EA Sports puts the ghosts of Triple Play past to rest with an 
impressive relaunch of its baseball franchise. MVP Baseball 2003's rookie Season packs some 


seriously razzle-dazzle graphics, but also falters at times due to some wonky defensive play. 


Upright & Locked Position 

MVP Baseball attempts to build gameplay into every element of baseball, and to pull that off, the devel- 
opers cooked up some inventive new control schemes. Pitchers use a golf-style meter to determine а 
pitch's accuracy and effectiveness. Batters’ hot/cold tendencies are overlaid on the strike zone, and 
thankfully, there's not a cursor-like artifice in sight. Runners can be controlled individually in nifty picture- 
in-picture windows, and the success of a fielder's- throw is 
regulated by a meter. 

Soa slew of newfangled gizmos fills the screen to bursting, 
and whether you find them revolutionary, gimmicky, or some- 
where in between will be a matter of taste. Once the learning 
curve is conquered, the pitching has great feel—it's a unique, 
Creative approach that succeeds smartly. The batting is solid but 
would have done.better by cloning High Heat Major League 
Baseball's league-leading approach. 

Fielding is where the problems pile up. Fielders seem to 
waste precious seconds awaiting the results of the throw meter 
before throwing. You have no influence over when or even if. 
your fielders dive or |штір--МУР decides that automatically, 
but its maddeningly conservative, often leaving you aching to 
have taken a crack at the play. Trying to tag out runners in 
close plays often goes seriously wrong as the infielder will 


PROTIP: Breaking pitches don't start 


breaking from your aim point-they 
arrive at your alm point after breaking 
above or beside it. 


PROTIP: With a right-handed batter, hold > when 
swinging at outside pitches and €- when swinging at 
Inside pitches. (Reverse the directions when playing 
as a left-handed batter.) 


PROTIP: If you think you know what the pitcher's 
about to throw, alm your hit with the joystick before 
the ball's thrown, then hold that position while it 


get the ball in time, but instead of just tagging the runner, а РЕ ee fou can foxuson the ming of your swing. 


canned animation—that often isn't even that close to the runner—unspools glacially. Ж 
These Наууз aren't huge individually, but together they make the defense feel frus- -Z 
trating, almost like it's a matter that's out of your hands. Tighter defense—and. 77 

a lot more user input on said defense — would've made a world of difference: 


Franchise Foundation 

The creativity behind MVP produces better results when it comes to.the 
game's awesome Franchise mode. Over the course of 10 seasons of games 
and front-office management, you're tasked with a series of goals: 
sweeping rivals, winning pennants, playing in October, and so оп. 
The manager earns a grade that can improve or slash your budget, 
and your team's momentum (represented by, yup, a meter) influences ; 
your win/loss record when simming. It all comes together to create а great motivation to play and sim 
through 10 162-game seasons. The gameplay itself is action-focused and realistic without even'resembling 
the parody of baseball that Triple Play became, and the А1. plays a reasonably good ballgame. 


PROTIP: Unless the play Is urgent, use 
safer throws by keeping your throwing 
meter out of the red. 


Most Glamorous Player 
МУР executes one element of its game far better than any other title this year: It's just stone-cold 
beautiful. Whether playing the practically identical Xbox or PS2 version (there's no GameCube edition), 
baseball's never-looked this good. before. The player models and ballparks are suffused with lush detail 
and lighting, and the player faces аге startlingly accurate. ; 
Of course, there аге some nitpicks to be had. The players are almost heroically chiseled, giving 
them a comic-book sensibility. A rich audio. landscape all around the ballpark delivers à. strong sonic 
performance, though’ the two-man commentary by the Giants’ anhouncers 
has its ups’and downs, 
‘Bottom line, MVP Baseball 2003 earns props for looking good, and trying 
something new. while delivering solid‘ baseball High Heat Major League Base- 
ball is a much better: playing ballgame, but MVP will appeal to baseball fans 
intrigued by its individuality. 7) 


PROTIP: When the red zone in your pitching meter 
starts getting bigger, It's time to start warming up a 
reliever in the bullpen, 


(soso BAL © 


JUDA. 


Developed by EA Canada 
Published by EA Sports 
$49.99 Baseball 


Available 2 players * 


March 
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PROTIP: To manually switch which 
fielder you control, tap L1 (Р52 version) 
or L (Xbox version). 


PROTIP: Never, ever throw to abat- > 
ter's hot zone, which is marked’ by red 
squares (as seen above). | 
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All-Star Baseball 2004 а в ы. 


До BASEBALL 15 a perennial fan favorite, andthe home crowd will к Ee. a SCHMIDT 
not be disappointed by this year's entry either. All-Star Baseball 2004 fields a | А. 4 SEAM 
scrappy game of baseball that’s good enough to make it a сопгелдег іп three divisions— · f f 27% ШЫ 


PlayStation 2, GameCube, and Xbox. 8 i “5% Ту CHANGEUP 


All-Star Credentials 
In addition to all the bells and whistles of any Major League Baseball/MLB Players Associ- 
ation licensed game, All-Star Baseball has always served up a solid set of options. This 
season there are some nice additions, too. To take a break from the regular 162-game 
schedule, you can put together an any-time All-Star game with Pick-up Game mode, ог 
you can play with the all-time greats iî Legend of MLB or even the Negro Leagues. You 
can also juice the intensity meter by setting your own challenges with Scenario mode. 
Additionally, enhancements to this year's Franchise mode enable you to refine your 
general manager skills by analyzing payroll breakdown, comparing budget allotments between teams, and trying to TON SER ate "от Ф. 
sign your “keepers” to long-term contracts, To help keep it all. the more real for you, this year you can download E regie 
updated rosters for the Xbox version. 2 ^ ї 


PROTIP: When a pitcher's fresh, work the inside corners at the 
knees with his best pitches. 


Fielding Frolics 
All-Star Baseball continues to offer controls with a commendable level of adjustability for rookies and seasoned pros 
alike. Pitcher, fielder, and baserunner controls can all be set to manual; and there are four interfaces for batters. 
This remains a pitcher's game, and becoming a consistent batter requires much time in Batting Practice mode. In 
terms of the batting cursor interface, the GameCube version offers the tightest joystick control in the batter's box 
with the Xbox version being a little too stiff and the PS2 version a little too loose. 
Overall, the fielding controls are just good enough for the “Bigs: As with earlier ASBs, timing buttonpresses for e fre cade oir heme est 
defensive moves like diving to stop grounders or sliding to snare low line drivers to the outfield is more adventurous you're starting out. 
than it has to be. Also, switching defenders when a ball runs from the infield to the outfield requires a quick thumb. 
on the stick, especially when fielders are converging from opposite positions. 


We're Talking Baseball 
The sounds and pictures combine to make А5В 2004 a relaxing day at the park, even with the audio just hitting 
for average. This game just sounds like the ballpark—the music is right from the stadium, though the theme from 
the The Natural sneaks onto the track occasionally. The 
announcers are on top of most plays, but they sometimes 
trail slightly behind the action. 

The вате? visuals would crack the starting lineup of 
most video game ball teams with the Xbox version easily 
outshining the PS2 and GameCube editions. Player anima- 
tions run smooth and quick, although the esr k j " pip] 
defenders look odd as they all set up in ће ШАШ 908 vv 207 اھ‎ BALL а) | 
same horse-rider's crouch. Player graphics, p RE a 
however, are hit and miss with some stars Ш 
only. recognizable by their numbers. At 
least All-Star Baseball's trademark "photo- 
quality" fans in the stands are clapping in 


PROTIP: All-Star's pitching will eat 


PROTIP: If the lead-off or number- 
two hitter are on first, anticipate them 
trying for third if there's a base hit. 


PROTIP: Learn to charge grounders. Sitting back on i iasti 
them makas Mo ai feat blse doses than OBAI УШЫ me enthusiastically than ever. 
be, and that habit could come back to haunt you іп а Its fair to say that All-Star Baseball 2004 
dose game. is the best ASB yet, and fans of the series 
won't go wrong 
with any version. 
The game's tunable | 
to all tastes and skill PROTIP: You can get wood on most pitches In Easy 

е) mode, but you'll never graduaté to Normal mode if you 
[eres jts baseball st don't learn to lay. off balls; high In the strike zone, 
its almost finest. /2 


^ 


cu 


Ж) 
ANA) нүү 


Developed and published by 
Acclaim 

$49.99 Baseball 
Available 2 players 
now 


PROTIP: As a hit ball passes the in- 
field, the A.l. instantly shifts player con- 
trol to the nearest outfielder. Learn to 
release the Joystick at that moment, or 
your outfielder runs the wrong way. 


PROTIP: If you pick off a runner at 
first base, go after him whenever he's on 
and the situation warrants it. Soriano with 
the Yankees, for instance, is vulnerable. 


2 BY BROTHER BUZZ 
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MLB 2004 men 


MLB 2004 REPRESENTS one of 989 Sports’ finest efforts 
on the PlayStation 2 and will be a welcome resurgence for fans 
of the PlayStation series. Despite its excellent features, however, 
some gameplay flaws leave it trailing in the standings. 


Feel the Heat eX 

989 was Wise to nod off on Ге Ен a PlayStation 2 baseball PROTIP: Air breaking balls Just out- 

game until it.readied а competitive effort, and the payoff comes’ side the strike zone so that they surprise 

in this game's impressive, original roster of features. MLB 2004- the batter by breaking іп for a strike. 

offers deep, creative Spring Training and Franchise modes, two-player seasons, a Career mode in which ' PROTIP: Decide to swing or take depending on 

you control a team or an individual player, and even cool little touches like realigning the divisions. where the pre-pitch cursor stops, but keep track of 
As with other 989 games like NHL FaceOff, be prepared for a blinding, almost overcaffeinated pace ће trajectories of breaking balls that each pitcher 

throws so you don't get duped. f 

as pitches rip by at a murderously fast clip. It makes batting a demanding challenge that. will engage some 

gamers and intimidate others, but regardless of where you fall, an inherent flaw in the pitcher/batter confrontation > 

deadens the action. The pitching interface blatantly tips off where the pitch is going before it's thrown, and this lack 

of a poker face robs the at-bats of substance and depth. The fielding 

and base-rünning controls are smooth, though, and you can bat with, ~ 

or without a cursor i 


Chin Music 

MLB 20045 average graphics and sounds won't help it fill seats. The. 

facial detail and frame rate are great, but the player models ahd ball- - 

parks need better texture Asta and lighting: 22 АЕ e MA, рен ү. 
Deciding whether to spring for this game will boil down to individual. / Holding down R2 for turbo. 

preferences. Several other baseball games are far more polished, but if 


PROTIP: Use a power swing when you're © you're intrigued by MLB 20045 

ahead in the count or when you feel like "ж Р 

vou know ЙКЕ pitch will be. features, and if [ы pace and batting 
work for you, it's worth the price 


of admission. / 


(O)powen OFF 
Fiz Guess Pitch 


т Guns Pitch 


Developed and published by 989 Sports 
$39.99 Baseball 


Available 2 players 
March 


Black & Bruised 


WHERE HAVE ALL the comedy boxing titles gone? Majesco’s Black & Bruised 
is something ofa spiritual sequel. to Ready 2 Rumble, and anybody who steps into 
the ring on the PS2 and GameCube won't be able to help having a good time. 


Where's Glass Joe? 

Black & Bruised plays on archetypes—the 19 fighters (five of which must be 

unlocked) include a California girl, biker: chick, a feisty Irishman, ап ex-con, an 
“aristocrat, and so forth. Each has a Boxers: Life story mode, but basically, they're 


PROTIP: Before you face a new 
opponent, check the manual for. PROTIP: The power-up meter carries 
Ў À Д і their combos-learn to recognize  оуег between knockdowns, so feel free 
һеге го hit each other. The arresting, cel-shaded visuals really shine, further en- them and plan your block patterns. ^ to pace yourself on special attacks. 


hanced by excellent animation. Especially іп а fast-paced sport 
like, boxing, ‘it’s impressive to see. “novelty” title take such а 
serious approach to making sure that flurries of punches flow 
freely into one another. Cartoon approach notwithstanding, it 
looks equally gorgeous on both systems. 

However, thé voice acting could be more polished—it 
sounds like the developers filled out extra roles with their 
friends instead of real actors. Crowd sounds loop too fre“ 
quently and, for whatever reason, all punches sound uncannily 
like slamming саг doors—but at least they convey impact. 77 PROTIP: When ап opponent goes 

- 7^ dizzy, hit them for-a few extra stars be- 
Smile (If You Still Have Teeth) fore dropping them with an uppercut. ; 
Training mode teaches you the ‘combos, but getting the timing down takes some practice. The PROTIP: Keep ап eye on your opponent's power-on’ 
controls feel super-responsive on both the PS2 and GameCube, so anyone who does take the time meter. If it's surrounded by red stars, drop them to 
7 to learn the combos’ will be rewarded. Unfortunately, they're ШЕТ: long and the game is Dy ‘as ithe canvas fast or avoid them altogether, since power- 
гир attacks ate timed. 
“friendly to button mashers. 

With plenty of gameplay modes, secret fighters, and varied Ses deco. a = 
good chunk of replay. value here. Black & Bruised isn’t Knockout Kings, but it Published by Majesco В 
doesn't try to Бе, and it certainly doesn't have to be. All it has to be is s fun and $49.99 Boxing 

Available 2 players 
now 
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Developed by Digital Fiction 


engaging, and on those levels, Black & Bruised succeeds. @ B 


"x ШИ и MLB SlugFest 20-04 


MipWAY'S SECOND SEASON at the plate is shaping up to 
be a more well-rounded affair than MLB SlugFest 20-03. Several 
elements that, baseball fans already expect have been added to this 
year’s game, including a home run derby, a create-a-team mode, 
and— crucially for a-high-action game like this— instant replay. 
For the rest of it; it's а case of more, more, and more: a greater 
variety. of pitches (six; including a special, hard-to-hit trick pitch), 
expanded rosters with 20 players per team, more accurate player 
animations (signature swings and pitches included), and new, 
honestly hilarious commentary. 

The early builds played just as comfortably as last year's 
model with the new pitches quickly adding the most depth. The 
high-adrenaline pace hasn't slowed аса!) the action take onthe 
national pastime (complete with brutal bean balls and players 

= 2 î lighting up on fire) still feels 
fresh and vibrant: Anyone 
who liked SlugFest's fast 
pace and funny attitude but. 
felt the game needed more 
depth will want to’check 
out the 20-04 edition on 

the Р52, GameCube, and 

Xbox in March. (9 


DATTING:_@7 STRUNGT! 


Developed and published by 
Midway Sports 
и Target release date: March 


MICROSOFT IS CONTINUING to flesh out its own presence in the 
sports market by adding the third player to its roster, Inside Pitch 2003. This 
rookie’s got a full lineup of the MLB players and teams, but one of its most 
alluring features will surely | 
be its support of online r 
play. via Xbox Live, which E 
is sadly still a rarity іп ڪڪ‎ ES 
baseball games. Gamers will be able to face off 
head-to-head, and Xbox Live will track win/loss; 
batting, and pitching stats. 

As far as the gameplay goes, Microsofts aim- 
ing for a simulation approach, though there's no 
word yet on crucial elements like the pitcher/ 
batter interface and the love-it-or-hate-it use of 
cursors. Along with the usual. modes like Season, 
Playoffs, and Home Run Derby, Inside Pitch will 
offer two fairly unique ones: Training Tracks: will 
deliver'a set of 18 mini-games: that help improve 
your game, while Championship Challenge will 
offer a list.of real-life scenarios that.you'can 
1 tackle, including hitting Bonds’ 600" home run or not tying the All-Star 
| game. Fox TY announcers Joe Buck and Tim McCarver will provide the 
commentary, and you'll be able to rip your own tunes; for play. during batter 
walk-ups. Microsofts first at-bat is scheduled for this May. G 


= Developed and published by Microsoft 
= Target release date: May 


FIRST LOOK 
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GAMEPRO АР! 


Do you keep feeling your team is mismatched? Can't 


understand what the girls are saying during the game? 
Just need tips in general? GamePro feels your pain and 
has just what you're looking for. Ву Tokyo Drifter 


Making the Perfect Match 


Thevinstruction manual briefly lists each girl's statistics but doesn't really go into detail as to what those ratings mean. 
Each girl falls into.one-of four main categories and through 55 use of the chart listed-below, you can plan the most 
effective strategy for each potential pairing. 


Spikes/Serues 

Mastering the jump serve is the most 
rewarding with Tina and Hitomi. With 
à perfectly hit’serve you have a good 
chance of knocking down the one who 
receives it. 


Knock Down 

Knock downs occasionally occur at 
random, but they usually happen 
when a character jumps up too late 
for a block or the spiker has a high 
knock, down rating. A high rating іп 
this category increases the chance 
of blowing back an opponent...but 
doesn't guarantee. it. 


Spikes/ Knock 
Serves Down 


Spike Attack 
Angle Range Spike Skill 


Spike Angle 

A spike angle determines how:ex- 

treme of an angle a spike can-be. 

Characters like Ayane and Kasumi 

can direct spikes with greater ease. 


Attack Range 
Spiking far away from the net is al- 
ways a bad idea, unless you have a 


high attack range rating like Kasumi’s. 


Two-Touch Spike 

Quick sets can be troublesome for 

opponents because they catch them 
by surprise. You can plan one in ad- 
vance by hitting B. 


Soft Spike Skill 

If your player has a-high rating in this 
category, she’s mote likely to place 

the ball in an area unreachable by 

either opponent. 


Receiving Skill 

The best defense against a powerful 
spiker who has mastered the jump 

serve is a player with receiving skills. 
This makes the most difference when 
playing against human foes. 


Two-Touch Soft Spike ^ Receiving 


Skill 


Tina Power Player 
Hitomi Power Player ^ 
Ayane Technical Player 
Kasumi Technical Player 
Lei Fang Good Receiver 
Helena | Good Receiver’ 
Lisa All-Around Player 
Christie All-Around Player 


General ProTips 


Even after countless hours of playing Dead or Alive 
Xtreme Beach Volleyball; there are still mysteries: re- 
maining. Listed below are the latest hints, Бис log on 
to www.gamepro.com for the most up-to-date info that 


GamePro has uncovered: 


* You сап win 150,000 Zack bucks by winning volleyball 


* Don't spread out your gifts to multiple girls because they 
get jealous and won't even accept their favorite item. А 
limit of two works well, but just.one is best. 


* Before you, challenge. girls, look.at their portrait to see 


what mood they're in. A: confident team is tough to 


beat, but a shaky unwilling pairing is easy pickings. Play 


games 7-0: Each point your opponent scores lowers. 
your earnings. 


against the latter before they split up! 


Most of the slots are just à waste of time, but Tina's and 

* If you're partner. is happy, you will earn money when she: Christie's are worth-a shot. Younéed enough money to 
compliments you-for a well-timed spike, serve, knock: cover losses (these two slots.take away money, too!), so 
down, or block. make’suré your stash allows you to play with 500 or 

1,000: Zack bucks to make it really pay off. If you hit:the 


+ Giving gifts keeps your partner happy arid may convince 
jackpot ón Tinas machine, you'll get treated toà nice 


them to accept swimsuits that she normally would not 
like. Try to avoid duplicate items'as the game follows the animation: 
principles: of diminishing returns. 
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Sexy Japanese 101 

As far as Team Ninja is concerned, the perfect woman speaks nothing but fluent Japanese. Every line in Dead or Alive Xtreme Beach Volleyball, therefore, 

is in Japanese with English: subtitles —except during the volleyball games themselves, where you just have to use:your imagination. Until you get your degree 
in Asian studies, then, consult this handy guide to find out what the girls are really saying. Hint: It doesn't involve how much they love you. 


Tina Hitomi Cei fang 


= 


Yuke! аА `` бо! x 5 ` Kimeru wa. NO got it. Yo-ku neratte. Be careful-with your aim. 

Naisu supaiku! . Nice spike! Iku yo! Неге I go! Ochiru yo! It’s. gonna drop! 

Harikitte ikou! Let’s work harder! Shikkari! ` Hang іп there! Rirakkusu shite N 

Doite tte! Move it! (when youre in her way) Ober. AIL right. Wamashou. Relax; let's get going. 
Kore de доц? "How was that? 25 Baechit yo! Awesome! 

Helena Ayane Christie 


Osoi desu пе. ` That was late. ` Suki ga аги жа yo. There's an opening. Yudan suru па yo! Don’t let up yet! 
Mou tanomimasu.wa. Come on, I’m counting Я Makasete. Give me this one. Ochitsuke! Calm down! 
ON you Rakushou Misu suru na. Don't miss. 
Yoyuu desu wa! No: problem! x mo-do dane... -This one's in the bag. Suki darake da! [Their defense] is wide open! 
Makasenasai! Leave this.to me! Tanomu wa yo. ~ -l'm counting on you. Niuda da no: Worthless. 
Chikara wo irete VA "Naisu.burokku! Nice block! 
kudasai ne. Put some power into it. ` 
Lisa Kasumi Casino Dialogue 


Lb BENE 'Check-the Wheel Render bosrds. — —À 


Ganbatte!. Keep it up! 'Se-no... ; One, two... 522245 Tanoshimi ni қ Рл looking forward 

Shuuchuu:shimashou; :Lèt’s concentrate. Ochitsuite! = Жау calm! — 25 iteru wa. NN to this. 

Ippatsul One-time іє! Katerü ka mo: We might win this. © Waku waku suru.ne! -Pm so excited! 

Atdshi tachi no This game's going Ichigeki! Slam it! =: UE Honki Че wa yo. Pm not gonna. hold; back. 

‘pe-su yo. at our pace now. Soko уо! Over there! 15: Moete kita wa. I'm getting hot now. 
Sonna! No way! 


Oshikatta wa. I was so. close. 


OLE-PLavrER's REALM 


PROREVIEWS 


ы вА 974 p n "b а M سر‎ 4 OU MAY THINK you've spent 
| 4 J " a lot of time with your PS2. You 
| b кеде, G Kk may even think you've put in long hours 
| i a A 


each day playing PS2 games. Well, Sony 


Online is about to show you what addic- 


„7 ЕГА ] wb EL 
ADVE NTURE 5 tion means with EverQuest Online Adventures, 


the first MMORPG for American consoles. 
CRON, 


King Polaethuo 
PURE x 1 Target 
Chances are you've never played an online game quite like this 
one. In EQOA, you take on the role of a level | adventurer in a 
massive world (over 300 square miles) filled with bad guys, good 
guys, and phat lewt. Your task is to take your newb and bring him 
or her up in fine EverQuest tradition by killing tons and tons of 
monsters, exploring strange places, completing quests, and col- 
lecting powerful items. While you do this, so do thousands уй. 
of other players in a game world that continues to turn 24 55% 
hours а day, seven days а week. SN 
Those of you familiar with EQ will find a lot of fascinating 
differences, but the game is very friendly to new players as well. EQOA is set 
in Norrath's past, hundreds of years before the PC version, so fans will be 
able to visit popular hotspots before they were big. For EQ fans and newbies 
alike, there's almost no end to the adventure to be had, and those who dig 
beyond the hack-n-slash will find a deep history to explore. 


“ 
4 m 
ental үк 
& 


ШЕТТЕ 
маваат 


EQOA looks and plays like а stripped-down version of EverQuest; every eful abo 
class has a number of abilities (spells or special attacks that cost Power to tg th ei 1 
use) and various restrictions on weapons and armor. Controls for attacking, 
е amount of c ай use) a INN GRAPHICS 4.0 
\ player mod : casting spells, and movement are simple and work well, though the inventory. s EE a ди 
Deor e and character menus are a bit clunky for use in the heat of battle. The game's oper ss "е Әуел ge 
E CE. А ў Е 5 д AR ments are disturbingly large and sparse, 
presentation is similarly simple with huge, wide, basic environments filled with highly 
Т but the powerful spell effects and excel- 
detailed character models and decent sound à 
od lent character and monster models make 
effects. There is little to no music to speak up for a lot. 


of, though, and the chirpy sounds in 


the menus seem a bit off considering 
Dings, whooshes, and other interface 


the setting. 
noises seem out of place in a fantasy 
setting, but the sounds of combat are 
If you’re an RPG fan with tons of free right on for the most part. The game's 
time and patience, or if you're an EQ fan lack of music hurts but only if you're 
dying to see what Norrath was like hun- x t that your g not fighting a lot. 
dreds of years ago, EQOA is a great ng 
time. Find some friends and explore, : ч Я 
level up, and kill tons and tons of mon- Considering everything you have to do, 
sters. There's never been anything like = EQOAs controls work fine once you 
it for consoles in the U.S., so enjoy %- ШЕШЕ с) сес used to them. Quickly targeting 


this nice little taste of the future. [47] specific characters can get frustrating, 
and users without USB keyboards will 


miss out almost completely on the 
game's chat function. 


FUN FACTOR 4.0 


By yourself, EQOA is a decent sword- 
and-sorcery game, but find a few 
friends and explore the world, and 
you'll be in for an RPG experience no 
one thought possible on a console. 


Target 


п Developed and published by Sony Online Entertainment 
1$49.99 plus — mRPG 
$9.99/топ ш Massively 

s Available now multiplayer 
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David апа Ату 
Saturday night 10:15 
Beach Bonfire 


Keep your mind on 
the important things. 
Not on your body acne. 


TONES 


Nature's Cure? Two-Part 
Body Acne Treatment 
System works INSIDE 
and OUTSIDE to clear 
and prevent acne. 


` Medicated formula 

` sprays from any angle 
to clear blemishes in 
hard-to-reach places. 


` All-natural tablets help 
stop body acne where 
it starts. 
< 9% GUy ғ Ў 


7. 
= Improved 2 
Formula! 


e 
= 
ә 


D Ө NATURAL HOMEOPATHIC BODY ACNE 
% ; Ө BODY ACNE TREATMENT SPRAY -2% AUCYUC ACID 


ature s Cure 


BODY ACNE TREATMENT SPRAY 


N 


= For Males and Fei 
^ 60 tablets / 3.5 fl oz (10: 


DERMATOLOGIST TESTED « SAFE AND E 


a=), be ready for when itmatters most. 


22 


t, MEL, 
2 Nature's Cure. 
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RAGON QUARTER 15 a complex, tightly woven RPG that breaks new ground 


with its dark, industrial story and fantastically profound battle system. But before Ed 
you get too excited, read on—all that fiery goodness comes with a stern warning attached. WWE 


SUBTERRANEAN НППЕХІСН RYUS 
The latest installment of the Breath of Fire series is nothing at all like any of its predecessors—think 
of it more as a mutant cross-breeding between Final Fantasy Tactics, Dark Cloud, and Way of the PROTIP: Transform into Ryu's Dragon form only if you 
NE Samurai. The plot moves fast, the characters are few, the absolutely must. There is no way to make the game- 
Qux VES Ves LÎ graphics are dirty, and the whole thing is essentially one giant жа pipaoni Power mee ноа. 

К underground dungeon broken up by short stints in minimalist, utilitarian, industrial “towns.” 

The battle system is astonishing and inventive —it' surprisingly tactical and deeply strategic. When you run into 
enemies, you're given a top-down representation of the room you're in. Each character has Action Points (AP) that 
they can use to move about, chain together long combo attacks, or store up for the next turn to unleash even more 
powerful combos. The three characters (swordsman Ryu, magician Nina, and gunslinger Lin) play off one another in 
ingenious ways, and battles often come across as calculated fantasy chess matches. In other words, plan well or die. 


CYCLE OF THE DRAGON 


Hurricane 


ME 
PROTIP: Using items and re-equipping 


your characters mid-battle won't cost you Actually, you'll probably die anyway—repeatedly, in fact, and by design since |82427 163 4.0 


any AP, so don't be afraid to change Dragon Quarter is structured to make you start over (er, “reincarnate”) three 
clothes to suit the situation. 


Dragon Quarter'*s graphics are dingy 
or four times before your characters are powerful enough to beat the game. but quirky and different. The boxy, 
Yes, you have to start over from the beginning, though you get to keep your close-quartered areas are crude and 
items, skills, and pool of Party XP. This forced repetition is easily the most repetitive, but the cel-shaded charac- 
frustrating part of the game, but if you can wrap your head around it, it proves ters are very stylish and cool; there's 
to be one of the most rewarding. On your next playthrough, you'll find new lots of good animation; and the game's 
areas, and new cut-scenes reveal what's really going on in the enemy designs have oodles of apoca- 
game's dark, complex, post-cyberapocalyptic plot. Subse- lyptic personality. 


quent playthroughs aren't quite as tedious as you'd imagine, [souno |... 45| 
but they're still tedious. 

Huzzah for the Capcom Symphony 
PROTIP: Experiment with combos- RECURRING CHARACTERS Orchestra—your music is simply grand! 


you get all sorts of damage, XP, and Я ? y у 
even status bonuses for thoughtfully Breath of Fire: Dragon Quarter is а small, focused, and inno- And the games mottled sound effects 
are consistently first-class. The charac- 


stringing attacks. vative RPG that's quite unlike anything you've played before У à 
on the PS2. You'll find yourself hopelessly ters utter lines in Japanese during battle, 
but cut-scenes are all wrought in text. 


addicted to the wonderful combat and 
CONTROL 4.0 


deep reward structure, but the whole 
"must restart several times" aspect will 
P You have full 3D camera control with 
the right analog stick while exploring 


likely be a deal-breaker for 

тару iuge opus but not while fighting. There's a bit of a 

ing forward to ans learning curve in menu navigation, but 

other Breath of Fire once you get used to it they're fast and 

quest in the traditional superbly designed. The weapon-storage- 
and-selling interface is terrible. 


sense, well, sorry. You'll 
FUN FACTOR 4.0 


just have to relive Ryu's 
other past lives on the 
Game Boy Advance. [7] Dragon Quarter is an addictive and un- 
deniably daring game that feels more 
Ar) Чч urgent and less epic than most RPGs, 


dp vr and the battle system is masterful. But 
t EARS We Е 78 
its nothing like previous Breath of Fire 


The game's "SOL" system unveils new games, and the forced repetition might 
plot threads and new dungeon areas kill it for you. 

every time you reincarnate—plus, Ryu's 

D-Ratio increases depending on past 

performance. 


PROTIP: Try to corral as many enemies as possible 
into one battle to maximize the Party XP received. 


п Developed and published by Capcom 
1 $49.99 "RPG 
‘Available now ® I player 


Aside from the presence of Ryu, Nina, PROTIP: Skills and weapons carry 

and the town-building mini-game, there's through each reincarnation, but individual 
not much here that resembles previous character XP and levels do not. Hang on 
Breath of Fire games. to your Party XP for that purpose. 


BY STAR DINGO 
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Gowoon Choi, AAC Student 


ROLESPLAYERS REALM PROREVIEWS 


FINAL FANTASY ORIGINS 


makes its bewildered way into the pages of this fine magazine! And not just any RPG, 
either—Origins is a remake of the first two games in the Final Fantasy series, the 
second of which never saw official American release. ..until now. 


HAT FOUL MAGIC is 
this? Just when you thought 
the PlayStation was well and 
truly dead, another PS RPG 


"Scott wielded а гї! sword 
which was thi 
It was truly а m: 


items 


To be brutally honest, gamers who started with FFVII won't rec- 
ognize these two titles at all. FFI is very obviously a 1987-era 
game —уоиг party has no real identity, the battles are unrelent- 
ingly difficult, and the story is strictly "Go to yonder cave and 
fetch me the Fabulous Flagon of Fentwhistle"-level stuff. ЕНІ, 
on the other hand, is more story-oriented but has one of the 
weirdest character-raising systems in all RPG-dom. Instead of winning experi- 
ence, you gain levels only in the areas you actually use in battle —attack with 
swords and your offense will rise; lose over half your HP and you'll gain more 
vitality. This is, to say the least; obtuse. How obtuse? Obtuse to the point 
that most players will spend the first hour or two whacking their own party 
members just to raise everyone's maximum HP. Yes, that obtuse. 


Still, where the games shine, they shine dazzlingly. The music is fantastic, of 
course—FF composer Nobuo Uematsu rearranged the original tunes himself— 
and the graphics (save for a few ССІ bits) are early-SNES caliber but have a 
suitably retro cuteness to them. While 


regular Joes will miss nothing if they Deseloped by Square Soft 


pass this up, the art galleries and new | — mPublished by Square EA 
music are enough to make Origins =“ = $29.99 m RPG 
worth it to hardcore FF fanatics. /2 y Bi) = Available April m1 player 


2D & 3D Animation | 3D Modeling | Character Design 
Computer Graphics | Digital Imaging | Filmmaking 


Game Design | Visual Effects | Web Design | And more... 


AA | BFA | MFA Degrees 
Portfolio Development | Online Classes 


Apply Now for Fall, Spring & Summer Semesters 


High School Scholarships & Teacher Grants Available 


AcademyOfArtCollege 


1.800.544.ARTS | www.academyart.edu 


79 New Montgomery St., San Francisco, CA 94105 
Nationally Accredited by ACICS, NASAD & FIDER 
Established in 1929 


PRO straTEGy GUIDE 


jo 


Step lively, wanker! 
Saunier down the 
deadly backstreets of 
London in The Getaway, 
and you'll turn up stone 
cold. in order їо put the 
bad guys away, study 
these tips and tactics 
for driving and fighting 
through the toughest 
missions. By Brother Buzz 


ж? 
— ЖА 
ые ы 


G/ 


" Driving Dangerously 


Jump the Curb 


When you're up against a time limit, 
use the sidewalks to beat the traffic. 
This is very useful when you drive 
against the flow of one-way traffic, 
but look out for pedestrians. 


Down the Middle 
CSS 


The quickest way through two-way 
traffic is to drive right down the mid- 
dle of the street. There's usually just 
enough space to squeeze through, 
and some oncoming cars may turn 
out of your way. Drive through the 
rubber center strip cones, but watch 


out for solid objects like traffic lights. 


* When cops ог bad guys pull up along- 


©) MATURE 


side of you, tap О to jam on the 
brakes. They roll by and spin out, 
ѕо you can swerve around them. 


Steal the Car 


If you have to abandon a damaged 
car, fighting on the road is a waste of 
time, and versus the cops there's a 
good chance you'll be arrested. To 
save time, run away or just fight to 
the door of the pursuing vehicle. 
Then press O and boost (steal) it. 
Bad guys and cops have the fastest 
cars. Cop cars have cool sirens, too. 


Fighting in Reverse 


== 


If you're attacked on the road, use 
your car like a battering ram. This 
is particularly effective when you're 
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attacked from the rear. Don't damage 
your engine; press A to shift into re- 
verse and smack your assailants with 
the rear end of the car. 


First Aid on the Go 


If you're wounded, get into a car. Usu- 
ally you're healed by the time you exit 
again. This includes Yasmin riding shot- 
gun for Hammond, too. 


Steal a Rifle 
Г T 


If you beat a hood on the road who 
has an AK-47 automatic rifle, pick it 
up. You can use it when you reach 
your destination. 


Street Smart Tactics 


Something They 
Don’t Tell You 


Press R3 to skip cinema sequences. 


A Weapon for 
егу Occasion 


Unlike many shooters, the shotgun 
here is impractical except for work 
at extremely close ranges. It has a 
slow rate of fire, and you suffer 
damage when you chamber another 
round. Dual pistols are the best 


long-range weapons; the AK-47 is 
best against crowds and for shoot- 
ing around corners. 


Free-Aim Sharpshooting 


Master the Free-Aim technique with 
the pistol and the AK-47. Press and 
hold R2 and aim with the left ana- 
log stick. You need this move for 
ambushes, precision shots, and long- 
range sniping. 


This maneuver is critical to beating 
the game. With the AK or the hand- 
guns against multiple targets, quickly 
use the Auto-Aiming technique (and 
with the AK, fire short bursts). Press 
and hold RI to aim at the closest as- 
sailant and then tap ÛJ to fire. Then 
release both buttons and immediately 
press and hold RI again to find the 
next gunman, and so on. Move like 
lightning! 


Shoot & Hide 


At a corner, press X to flatten 
against the wall (Stealth mode) and 
use the left analog stick to move 
to the edge. Press and hold the left 
stick towards the edge to whip 
around the corner. Instantly press 
and hold a trigger—RI (for Auto- 
Aim) or R2 (for Free-Aim)—and 
then release the stick to shoot. Re- 
lease the trigger and you whip back 
around the corner to hide. 


Blind Fire 


The pokey trailing game cam makes 
you vulnerable to unseen attackers 
lurking in blind spots— such as around 
corners or outside doorways. Always 
press and hold КІ at suspicious loca- 
tions. If your weapon raises, immedi- 
ately tap C to shoot. 


Stealth Mode 


Stealth mode is wall-hugging, and 
you do a lot of it. Move to a wall or 
any flat-sided object and then press 
X. Now you can use the left analog 
stick to slide along the wall. 


Ouch! Forward Roll 


Too many hits slow you down! To 
keep damage to a minimum, time a 
Forward Roll to avoid shots. When 
the shooting starts, push the left ana- 
log stick forward and then press X. 


Advance and Fire 


Shooting as you move forward is the 
best way to root out gunmen who 
are using cover. Press and hold RI to 
lock on to them, and move forward 
using the right analog stick. Press 1 
to fire as you go. 


Stair Strategy 


Don't get caught on the stairs—it's 
difficult to shoot from there unless 
you can use Free-Aim (press and 

hold R2). If you must, sneak slowly 
up the stairway using Free-Aim to 

check ahead as you go. 


Missions Impossible 


Mission 03: 


Art Appreciation 


The drug-filled figurine is in the Rep- 
tilian Gallery. If you enter with guns 
blazing, the Triad will swarm over 
you, so keep your weapon holstered 
for now. Wait for the Triad dude, 
who's on you're right when you en- 
ter, to walk past you. Then, move 
left (counter-clockwise) and use the 
Choke Hold by moving up to your 
victim and pressing X and then ГІ. 
You can neutralize three guards this 
way as well as the guard at the foot 
of the stairs. 


Jog upstairs to the right. Wait for the 
two guards at the doorway to finish 
their conversation. One will walk away. 
Sneak up on the remaining guard and 
use the Choke Hold. 
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When you enter the gallery, all heck 
breaks out. Step back out, crouch 
behind a display, and then pick off. 
gunmen as they run out of the room. 
Then sneak into the gallery and elim- 
inate any remaining guards with the 
Auto-Aim technique. 


Next, walk to the staircase. Ambush 
the two guys coming up the stairs 
and then continue down to the base- 
ment. At the first and second land- 
ings, use Blind Fire on the guards. 


At the basement entrance, there are 
two guards hiding to the right. Use 
the Advance and Fire technique. Grab 
an AK and walk to the corridor. Fire 


at the two guards there, and a whole 
pack moves on your position. Zap 
as many as you can, but run back 
from the corridor and fight them as 
they round the corner. Now there's 
only one guard between you and 
your prize. 

Mission 09: 

The Cowgirl and the Cash 


After you drop Yasmin off at Charlie's, 
you make a one-man assault on a 
Yardies gang hangout to steal their 


loot. Sneak around the side of the 
house and take out three guys guard- 
ing the back door (run out from the 
doorway). Inside, ignore the two 
Yardies in the front room and scoot 
up the stairs. Run straight into the 
first room to the left. Quickly take 
out the gunman by pressing the ana- 
log stick towards him, then press and 
hold КІ, and then press O. 


А hatchet-wielding woman runs down- 
stairs. Exit straight out of the room. 
There are two Yardies in the room 
at the end of the hallway. Step up the 
short stairway. Use Free-Aim to fire 
through the wall of the adjacent room 
at one guy. If you roll past the door, 
the second guy won't bother you. 


Continue up the stairs. You're going to 
get hit. As soon as you reach the first 
landing, press КІ. The Auto-Aim spins 
you around to face your attackers. 
Now quickly use the Auto-Aiming 
technique to wack everyone you see. 
Always target the closest Yardies first; 
watch out for the last hitman in the 
second room. 


Mission 12: 
Aboard the Sol Vita 


When you the board the freighter, 
Sol Vita, the hoodlums are fighting 
each other. Let them bump each 
other off as much as possible and 
let Yasmin run ahead of you to polish 
off the rest. You can help her, but 
beware of friendly fire. If Yasmin is 
clipped, you'll restart the mission. 
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Fight your way down into the hold. 
Shooting around corners is essential 
down here. Press X to hug the wall, 
then move to the edge. When a 
wanker gets into range, press C 
to fire blindly around the corner. 


When you first enter the hold, watch 
out for the crate overhead that the 
gangsters try to drop on you. From 
the doorway you can use Auto-Aiming 
(press and hold КІ) to down the guys 
on the walkway. Also, you can't hit 
the guy who's shooting from the walk- 
way behind and to the left of you right 
now, so move on. 


Fight towards the right and up the 
steel stairway. Cross the walkway and 
go down the stairs. Prepare to face 
two gunmen in the corridor. Beat 
them and enter the doorway from 
where they appeared. There's a bunch 
of hoods here, but look out for the 
guy with the forklift. Now you can 
get that hard-to-hit sniper in the hold. 


If you get this far, you'll earn a front- 
row seat to a standoff starring Char- 
lie, the Collins Gang, the 14K Triad, 
the Yardies, Yasmin, and even DC 
Carter. However, this is only the half- 
way mark of The Getaway. 


CB THE GETAWAY 


Mission 16: 
Painting the Town Red 


To put down the shoot-out in the 
street mall, even out the odds by 
first ploughing through the gangsters 
with your car when you arrive. You 
might be wounded, so be sure to 
stop somewhere near cover. 


4 A 
Inside the garage, let the gangsters 


= shoot it out amongst themselves for 


a while. Watch out for the guy with 
the Molotov cocktail at the start 
of the area. Work your way slowly 
down the levels. Use your pistols to 
pick off ambushers from afar. Work 
from pillar to pillar. Press X to use 
Stealth mode to hug the wall and use 
the Shoot & Hide technique during 
the gunfights. 


On the first level, carefully sneak to 
the fences on the left to pick off guys 
on the level below. Eventually, you get 
help from the SWAT team. 


Mission 17: 
Escort Duty 


> 


It's tough to stop the rogue Range 
Rover in this mission. You must ram 
the front of the vehicle at least two 
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times. When the chase starts, stay 
on the Range Rover's tail. When it 
swings wide for sharp turns, swing 
inside its turn and aim for the front 
fender. However, stay under control 
because you need to keep after it. 
Hitting cars, objects, and pedestrians 
slows you down. 


Mission 22: 
Meet Mark Hammond 


After you set Mark and Yasmin free 
here, shoot your way out of the ware- 
house. Nail the guy coming down the 
stairs. At the fifth step from the top, 
use Auto-Aim on the first gunman and 
then scoot back downstairs. Now, 
slowly sneak back upstairs. Use Free- 
Aim to plug anyone near the stairs. 
From the fourth step, you can use 
Free-Aim to snipe the rest of the vis- 
ible hoods. 


Now, walk to the two blue stacks of 
boxes and turn right in between them. 
Prep Free-Aim to ambush the guard 
walking by. From that intersection, 
use Shoot & Hide to take out hoods 
coming through the doorway. Then, 
move towards the doorway to plug 
more bad guys. 


Go through the doorway and move 
straight to the short stairway. Turn 
left and work to the exit from there. 


At the exit, use Shoot & Hide to elimi- 
nate the guards. Then step through 
the exit, but step back inside —this 
draws a car into the courtyard. From 
the doorway, use Shoot & Hide on 
the occupants, and the car is yours. 


Mission 23: 


Showdown with Jake 


After you track Jake to the freighter, 
Sol Vita, you must survive a running 
gun battle before fighting him at the 
end of the level. You can't hurt Jake 
until then, so don't waste your ammo. 
First, sneak behind the guard at the 
gangplank and then press X to use 
the Choke Hold. Grab his AK and 
run to the left. Prepare to fire at 
at least three thugs who will be at 
either the first or second corner. 


Move straight ahead, and you see 
Jake for the first time. As he appears 
around the corner, press X to roll 
under his shots. Remember, you can’t 
hurt him right now. Chase him to the 
entryway, but check for guys coming 
behind you. Roll through the entry- 
way and quickly hug the opposite 
wall with Stealth mode. From there, 
press L] to blast three guards. Grab 
а new AK and then drop it to the 
left of the stairs. You can use it later 
when you return here. 


At the top of the stairs, there's a 
gunfight awaiting you. Immediately 
spin around. There's no time to find 
cover, so use the Auto-Aiming tech- 
nique to beat four guys (three shots 
each) from here. Then step back to 
the wall behind you. There's an AK 
sniper hiding in the galley. You can 
see him moving in there, and you 
can use Free-Aim to hit him. 


After that, roll through the doorway 
and immediately press and hold RI 
to target another guard by the stairs. 
At the top of the stairs, shoot at Jake 
to make him cut out and wack the 
two gangsters who charge you. 


stairs. Remember the AK you dropped? 
Quickly grab it and hug the wall with 
Stealth mode. As you do this, two 
gangsters walk around the corner, 
but they don't see you. When they 
return, press Û] to zap them. Now 
head to the exit and turn right. 


—@Ә THE GETAWAY 


If you're still alive at this point, you 
can easily beat the remaining mob- 
sters to reach Jake on the after deck. 
He's tough: Avoid his shots and keep 
blasting until he drops. One more 
mission to go, and you'll put The 
Getaway away. 
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reader with the winning tip receives a produc 
Capcom, which features such high-quality gan 
y for the Phy tatic 


TONY HAWK'S PRO SKATER 4 


Always Special, Perfect Rail, and More 


x Обр 


SHINE) Саран 772 SPREE 


cancel 


At the main menu, choose Options, and at the Options screen, select Cheat 
Codes. Enter the following codes to unlock the corresponding cheats. If you 
entered the code correctly, you'll hear a sound. During gameplay, pause the 
game, and at the pause menu, select Options and then Cheats, where you 
can activate the unlocked cheats. 
Note: Passwords are case-sensitive. 

Always Special: 

Matrix: 

Moon Gravity: 

Perfect Manual: 

Perfect Rail: 


doasuper 
nospoon 
superfly 
mullenpower 
ssbsts 


Michael Shimizu—Brooklyn, OH 


дау; Special, Moon Gravity, and More 


ептег-сһеот- 
moonSnot. 


(селені 


At the main menu, choose Options, and ас the Options screen, select Cheat 
Codes. Enter the following codes to unlock the corresponding cheats. If you 
entered the code correctly, you'll hear a sound. During gameplay, pause the 
game, and at the pause menu, select Options and then Cheats, where you 
can activate the unlocked cheats. 

Note: Passwords are case-sensitive. 


Matrix: fbiagent 


Perfect Manual: freewheelie 
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era 


TONY HAWK'S PRO SKATER 4 © 


Matrix, Perfect Manual, and Моге 


enren.chean, 


gorden: 


аз 
X у. ұтар 
SHI) CADE LK 


EE 
БЕ al el ne FÎ N 
ШЕ 


space 


сәтен 


At the main menu, choose Options, апа at the Options screen, select Cheat 
Codes. Enter the following codes to unlock the corresponding cheats. If you 
entered the code correctly, you'll hear a sound. During gameplay, pause the 
game, and at the pause menu, select Options and then Cheats, where you 
can activate the unlocked cheats. 


Note: Passwords are case-sensitive. 


golden 


mrandersen 
giantsteps 
2wheelin 
belikegeoff 


THE GETAWAY 517 ГЕ) 


Armored Car Weapon and Double Health 


i 


rex tr AIMENT AMERICA 


Moon Gravity: 
Perfect Manual: 
Perfect Rail: 


“sony 7 


Start a new game, and during the opening cinema, enter the 
following codes to unlock these cheats. If you entered the 
code correctly, you'll hear a sound. 


Armored Car Weapon: Press Up, Down, Left, Rigl 
DA O. 


Double Health: Press Up, Up, Left, Left, 
Right, Right, O, O, Down. 


Gélawa 
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ale МАША 
с [ТЕ 


All Objects Are Free, 
Unlock “Play The Sims” Game, and Мо 


pom cue Жие rm. 


1 бна Play The Sims ~ 
x pe Options 
Credits 


сест 
X 


At the main menu, simultaneously press and hold L1, L2, RI, and R2. 
If you entered the code correctly, a cheat menu will appear. Enter the follow- 
ing codes at the Enter Cheat screen: 
Note: А“ " designates a blank space. 

All Objects are Free: 

Unlock "Party Motel" Game: 
Unlock "Play The Sims" Game: 
Unlock Two-Player Games: 


FREEALL 
PARTY M 
SIMS 
MIDAS 


Unlock Cheats 


TES 


Pause the game, and at the pause menu, press and hold the Left Thumb- 
stick, and then press Black, White, Black, White, Y. If you entered the 
code correctly, a Cheats option will appear at the pause menu. 


THE LORD OF THE RINGS: THE TWO TOWERS (EO 


All Upgrades, Refill Long Range Meter, 
And Restore Health 


Pause the game, simultaneously press and hold L and R, and then 
enter the following codes to unlock these cheats. If you 
entered the code correctly, you'll hear a sound. 


All Upgrades: Press A, A, Down, Down. 
Refill Long Range Meter: Press A, Down, Y, Up. 
Restore Health: Press Y, Down, A, Up. 
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TOM CLANCY'S GHOST RECON 


God Mode, Unlock All Missions, 
And Unlock All Special Features 


|4 
RESTART 


God Mode: Pause the game, and then press LI, R2, L2, RI, Select. If you 
entered the code correctly, you'll be invincible but your teammates will not. 


Quick Mission 


GR Mision ê 
GR Mission 9 
GR Mission 10 
GR Mission n 
GR Mission 2 
GR Mision 19 


White Razor 


GR Mission 14 A p 
Recruit | Mission 
Pross START button > si i 


[7 om L 


2002 - Vator е Selaci a mission, Bae 
2002 Rod Storm 


m 


At the title screen, enter the following codes to unlock the corresponding 
cheats. If you entered the code correctly, the unlocked items will be available 
at the main menu. 


Unlock All Missions: Press x, L2, A, R2, Select. 
Unlock All Special Features: Press LI, L2, RI, R2, х, Select. 


RMT (FEX) 
Every Gadget, Secret Morphs, and More 


Doath Cannot oves 
you. Don’t Fail 


as i} 


ийтти | уота 


At the main menu, select Options, and at the options menu, choose Cheats. 
Enter the following codes to unlock these cheats. If you enter a code cor- 
rectly, the name of the cheat will appear onscreen. 
Go Anywhere: BEAMMEUP 1 
Invincibility 
(Except Falling Damage): 
Never Take Damage: 
Secret Morphs: 


NECROSCI 
CHEATERBOY 
LOGGLOGG 
See Movies: HOTTICKET 


Super Ending: BUZZOFF 


Unlock Morphs: 
LE Ж 
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[NEED FOR SPEED: HOT PURSUTZ CF) 


Unlock Cars, Unlock Tracks, and More 
И/ИЛИ. 


World Racing 
Options 


ЕА 


At the Main Menu, enter the following codes to unlock the corresponding саг, 
track, or cheat. If you entered the code correctly, the name of the unlocked 
car, track, or cheat will appear onscreen. 


Aston Martin V12 Vanquish NFS Edition: Press 
R2, R2, Left. 


Black and White Mode: Press КІ, LI, Left, A, Left, Left, Left, LI. 
Championship Event 31: Press LI, O, R2, R2, R2, RI, LI, О. 


Chevrolet Corvette 206 NFS Edition: Press O, Right, Right, Right, R2, 
RI, RI, Right. 


Chrome Cars: Press L2, R2, Left, Г, Left, Left, Left, R2. 
Cool Fog: Press A, D, Right, R2, Right, Right, Right, O. 
Cops-Pursuit Corvette: Press R2, L1, L1, R2, RI, Right, Right, RI. 


Cops—Pursuit Corvette (Challenge Mode): Press L2, R2, R2, L2, A, 
Right, ^, Right. 


Cops—Pursuit Crown Victoria (Challenge Mode): Press Right, Left, Left, 
Right, Г, A, O, A. 


Cops—Pursuit M5: Press A, D, O, 


, Left, Left, Left, RI, 


, LI, RI, RI, LI. 


Cops-Pursuit M5 (Challenge Mode): Press О, A, A, О, Left, RI, Left, RI. 


Cops-Pursuit Murcielago: Press Right, L2, L2, Right, O, Left, Left, O. 


Cops-Pursuit Murcielago (Challenge Mode): Press RI, LI, LI, RI, Right, 
R2, Right, R2. 


Cops-Pursuit Mustang: Press Left, ^, ^, Left, RI, R2, R2, RI. 
Dodge Viper GTS NFS Edition: Press LI, L2, L2, L2, Right, ^, ^, L2. 


Ferrari 360 Modena Challenge NFS Edition: Press Left, О, О, O, RI, 
L2, L2, 0. 


Ferrari 360 Spider: Press R2, 0, R2, O, A, L2, A, L2. 


Ferrari 550 Barchetta NFS Edition: Press D, RI, RI, RI, R2, Left, 
Left, RI. 


Ferrari FSO NFS Edition: Press A, LI, LI, LI, Left, Right, Right, LI. 


Ford SVT Mustang Cobra В NFS Edition: Press RI, Right, Right, Right, 
Left, R2, R2, Right. 


Ford 7550 NFS Edition: Press Right, LI, LI, LI, RI, Left, Left, LI. 
HSV Coupe GTS NFS Edition: Press Right, L2, L2, L2, LI, Left, Left, L2. 


Jaguar XKR NFS Edition: Press 1.1, Right, Right, Right, L2, RI, RI, 
Right. 


Lamborghini Diablo VT 6.0 NFS Edition: Press O, R2, R2, R2, A, RI, 
RI, R2. 


Lamborghini Murcielago: Press RI, L2, RI, L2, LI, Right, LI, Right. 


Lamborghini Murcielago NFS Edition: Press 1.1, R2, R2, R2, Left, D, 
п, R2. 


Lotus Elise NFS Edition: Press C), LI, Ш, LI, R2, L2, L2, LI. 


PRO APR 
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McLaren F1: Press A, LI, A, LI, RI, Left, RI, Left. 

McLaren F1 LM NFS Edition: Press КІ, О, О, О, R2, Left, Left, U. 
McLaren F1 NFS Edition: Press Left, A, A, ^, L2, О, О, A. 
Mercedes (155 AMG: Press LI, Right, LI, Right, L2, O, L2, O. 
Mercedes (155 AMG NFS Edition: Press A, R2, R2, R2, RI, LI, LI, R2. 
Mercedes CLK-GTR: Press R2, RI, R2, RI, Left, ^, Left, ^. 


Mercedes CLK-GTR NFS Edition: Press A, Left, Left, Left, LI, L2, 
L2, Left. 


Motion Blur: Press L2, LI, RI, D, RI, RI, RI, LI. 
Oval Speedster NFS Edition: Press L2, R2, R2, R2, О, Left, Left, L2. 


Porsche 911 Turbo NFS Edition: Press Right, Left, Left, Left, ^, RI, 
RI, Left. 


Porsche Carrera GT NFS Edition: Press R2, A, A, A, RI, О, О, A. 

RIC Cars: Press Right, ^, LI, RI, LI, LI, LI, Л. 

Track-Alpine Trail: Press О, О, A, A, Left, Left, L2, L2. 

Track-Alpine Trail (Reverse): Press Left, Left, R2, R2, R2, Left, RI, О. 


Track-Ancient Ruins (Reverse): Press Right, Right, Left, Left, Left, 
Right, LI, O. 


Track-Autumn Crossing: Press Right, Right, A, A, RI, RI, Left, Left. 


Track-Autumn Crossing (Reverse): Press RI, RI, Right, Right, Right, 
RI, R2, A. 


Track—Calypso Coast: Press R2, R2, RI, RI, LI, LI, A, A. 


Track—Calypso Coast (Reverse): Press A, A, Right, Right, Right, A, 
D, LI. 


Track—Coastal Parklands (Reverse): Press R2, R2, Left, Left, Left, R2, 
RI, LI. 


Track-Desert Heat (Reverse): Press КІ, RI, R2, R2, R2, RI, LI, Left. 
Track—Fall Winds (Reverse): Press R2, R2, D, О, О, R2, Left, RI. 
Track-Island Outskirts (Reverse): Press L2, L2, КІ, RI, RI, L2, Left, R2. 


Track-Mediterranean Paradise (Reverse): Press O, O, Right, Right, 
Right, Г, Left, L2. 


Track-National Forest: Press O, О, L2, L2, RI, RI, Left, Left. 


Track-National Forest (Reverse): Press Left, Left, LI, LI, LI, Left, 
Right, L1. 


Track-Outback: Press A, ^, Right, Right, LI, LI, RI, RI. 
Track-Outback (Reverse): Press LI, LI, A, A, A, LI, О, Right. 
Track-Palm City Island: Press Left, Left, RI, RI, Right, Right, Ul, 


Track-Palm City Island (Reverse): Press Right, Right, R2, R2, R2, Right, 
RI, Left. 


Track-Rocky Canyons: Press RI, КІ, Left, Left, О, О, Right, Right. 
Track-Rocky Canyons (Reverse): Press D, О, A, A, ^, О, LI, Left. 
Track-Scenic Drive (Reverse): Press L2, L2, LI, LI, LI, L2, A, O. 
Track- Tropical Circuit: Press R2, R2, A, A, Right, Right, RI, RI. 


Track- Tropical Circuit (Reverse): Press LI, LI, Right, Right, Right, LI, 
O, R2. 


Ultimate Racer Event 31: Press Right, Г, Left, Left, Left, R2, Right, Û. 


Vauxhall VX-220 NFS Edition: Press LI, RI, RI, RI, Left, Right, 
Right, LI. 


Video Mode: Press LI, RI, Right, 0, Right, Right, Right, RI. 
Note: See Code Vault, January for more Need for Speed: Hot Pursuit 2 codes. 
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Unlock Madden Cards 


Save game data from any EA Sports game onto your memory card or Xbox 
hard drive and then insert the Madden 2003 game disc. If done correctly, а 
message will appear after the title screen. 


SEABLADE 


Invincibility and Unlock Everything 


i Pause the game and then enter the following codes to unlock these cheats. 
Invincibility: Press R, Y, L, X, X, R. 
Unlock Everything: Press X, Y, L, X, R, R. 


QUANTUM REDSHIFT 


Unlock All Tracks and Easter Eggs, 
And Upgrade All Ships 


Enter Cod 


headSLAP_ 


Create a new player profile, and enter CHEAT at the Enter Name screen. At 
the Main Menu, select Options, and at the Options screen, choose Cheats. 
Select Enter Cheat Code at the Cheat Menu, and enter the following codes 
to unlock these cheats. If you entered the code correctly, the cheats will be 
available at the Cheat Menu. 


Note: Passwords are case-sensitive. 


Unlock All Tracks: headSLAP 
Unlock Easter Eggs: CHOCchoc 
Upgrade All Ships: RICEitup 


Note: See Code Vault, February for more Quantum Redshift codes. 


TTL] 


Fired 
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At the title screen, enter the following codes to unlock these cheats. If you 
entered the code correctly, you'll hear a sound. 


Enable All: Press Down, Down, Up, Up, Left, Right, Left, Right, B, A. 


Nice Try Mode: Press Up, Up, Down, Down, Left, Right, Left, Right, 
B, A. 


Super Blocky Mode: Press Left, Left, Right, Right, Down, Down, A. 


Unlock Flash and Metal 


ГТ” 


At the title screen, press Б, Б, L, L, B, В, L, R. If done correctly, you'll 
hear a sound and Flash and Metal will be available as riders. 


At the title screen, enter the following codes to unlock these cheats. If you 
entered the code correctly, Ryu will yell. 


All Characters: Press Left, Right, Down, 
Right, L, L, A, L, L, B, R, A, Up. 
All Game Modes: Press L, Right, A, 
R, Up, L, Right, B, A, Up, Right, 
Down, Right. Ж 


МІ Game Options: Press 
A, Up, А, L, R, 
Right, L, Right, А, 
Down, Right. 
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Unlock Levels in Challenge Mode 


At the Main Menu, select Options, and at the Options screen, choose Pass- 
word. Enter the following icons in order to unlock the corresponding level. If 
you entered the code correctly, "Password Accepted" will appear onscreen. 
Open Class 

Level Lightning, ATV, Wheel 
Helme Helmet 
Helmet, Lightning, Up, 
Up, ATV 

Level 4: Up, Helmet, Wheel, 

Lightning, Wheel 

Level 5: ATV, Up, Up, Wheel, Up 
Level Wheel, Lightning 
Light Light 
Helmet, Wheel, Up, 
Lightning, Helmet 


Level 3: 


Level 7: 


Level 9: Wheel, Wheel, Lightning, 
Lightning, Up 
Pro Class 


Level 2: Lightning, Helmet, Helmet, 
ATV, Wheel 

Wheel, ATV, Lightning, 
Lightning, Up 

Level 4: Up, Lightning, Helmet, 
Helmet, Lightning 

ATV, Wheel, ATV, Up, 
Helmet 

Lightning, Up, Helmet, 
Lightning, ATV 

Wheel, ATV, ATV, Helmet, 
Wheel 

Level 8: Up, Wheel, Wheel, Up, Up 


Level 9: ATV, Helmet, ATV, 
Lightning, Lightning 


Level 3: 


Level 5: 
Level 6: 


Level 7: 


Stock Class 


Level 2: Lightning, Lightning, ATV, 
Wheel, Lightning 

Wheel, Helmet, Wheel, 
Helmet, Helmet 


Helmet, Up, Up, Up, ATV 


Level 3: 


Level 4: 
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ATV, Lightning, Wheel, 
Lightning, Wheel 
Lightning, Wheel, Up, 
Helmet, Up 


Wheel, Up, Lightning, ATV, 
Lightning 


Level Helmet, ATV, Up 
Lightnin Helmet 
ATV, Wheel, Lightning, 
Wheel, ATV 


Level 6: 


Level 7: 


Level 9: 


TOTAL IMMERSION RACING 
All Standard Cars, No Display, and More 


m у=» 


ITAL IMMERSION A 


At the main menu, select Start Game, and at the Game Mode screen, choose 
Career. At the Enter Your Name screen, enter the following as names to 
unlock these cheats. If done correctly, the name will disappear, allowing you 
to enter any name you wish. 
Note:A “_” designates a blank space. 

All Standard Cars: 

All Tracks: 

Champ Bonus Car: 

Extreme Skill Level: 

Lister Pro Bonus Car: 

No Display: 

Pilbeam Bonus Car: 

Player Car More Power: 

Slow А.1.: 


JAZZ JACKRAB © 


5000 Space Credits 


Loaded 
Road Sweep 
Downforce 
Road Trip 
Feather 

No Dogs 
Swallow 
Poke 

Walk It 


Pause the game and then р p, Right, Down, Left, L, L, Right, Left, 
В, В, L, L. If you entered the code correctly, you'll earn 5000 space credits. 


© 


ШЕ ЕНІ 
Ш INVENTORY 
РН55Ш03)! 
4 KLOBTINTAES b 


At the main menu, select Continue. At the Enter Inventory Password screen, 
enter the first 10 digits as a password and then select OK. Enter the last four 
digits at the Enter Level Password screen, and if you entered the codes correctly, 
you'll automatically begin the unlocked level. 


[ Lev b GG 
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Credits, More Damage, and Realistic Physics 


DAMAGE 


ASAE SAME 


vus Cota ineraotiene ine, unl 
€ опа tracka soe Beck SF manuel or 7 
ena are салалы сый 


Venet Minbar —— 


At the main menu, select Options, and at the Options menu, choose Bonus. 
At the Bonus screen, enter the following codes to unlock the corresponding 
cheats. If you entered the code correctly, the name of the cheat will appear 
at the Activate Bonus menu. 

Credits: 

More Damage: 

Realistic Physics: 


THE SIMPSONS SKATEBOARDING (FE) 


All Skaters, Glowing Skaters, and More 


CREDITS 
DAMAGE 
SIM 


Player Nose Grind 


Back Жан ¢ 4 Select 


Start a game, and at the character select screen, simultaneously press and 
hold LI, L2, RI, and R2, and then enter the following codes to unlock 
these cheats. If you entered the code correctly, you'll hear a chime. 


$99: Press A, x, O, O. 
All Boards: Press X, A, O, O. 
All Levels: Press A, X, O, O. 
All Skaters: Press О, A, X, О. 
Alterna Bart: Press О, х, О, A. 
Alterna Frink: Press х, О, A, 
Alterna Homer: Press ^, О, х, O. 
Alterna Krusty: Press O, A, O, х. 
Alterna Lisa: Press О, A, О, х. 
Alterna Marge: Press х, О, ^, О. 
Alterna Nelson: Press A, О, х, О. 
Alterna Otto: Press О, х, О, A. 
Alterna Wiggum: Press A, О, D), x. 
Big Head Bart: Press х, O, О, 

Big Head Frink: Press O, X, ^, О. 
Big Head Homer: Press О, х, A, O. 
Big Head Lisa: Press О, A, X, О. 

Big Head Nelson: Press A, О, О, X. 
Big Head Wiggum: Press х, О, О, A. 
Glowing Skaters: Press х, A, D, О. 


Н е y 9 can you take a few minutes to answer some questions for us? 


Please fill out the following survey and fax, e-mail, or mail it (or a copy) 
to GamePro by April 30, 2003. Or go to GamePro.com and enter 
online! You'll be automatically entered to win a GamePro T-shirt. 


Name Age 


Address 


City 
Zip 


E-mail 


Please indicate whether you read and, if so, how useful you found each of the fol- 
lowing sections from this issue of GamePro. Circle “All” if you read the entire 
section, "Some" if you read part of the section, and "None" if you did not read 
the section. If you read any part of the section, please let us know how useful it 
was by circling “1” for “not at all useful” to “5” for “very useful.” 


All / Some / None 
Table of Contents ... ... All / Some / None 
Editor's Letter ‚ All / Some / None 
Head2Head. . ‚.. All / Some / None 
Art Attack... ... All / Some / None 
Buyers Beware . ‚.. All / Some / None 


ProNews 
(GamePro Labs, Static, etc. All / Some / None 


Cover Feature 
(Weapon of Mass Appeal). All / Some / None 


Special Feature 

(LamePro) ... ... All / Some / None 
PC GamePro . - All / Some / None 
Game Boy Advances . . . ‚.. All / Some / None 
Sneak Previews ‚.. All / Some / None 
PlayStation 2 ProReviews. . ... All / Some / None 
GameCube ProReviews. . . ‚.. All / Some / None 
Xbox ProReviews. ‚.. All / Some / None 
Sports Pages All / Some / None 


ProStrategy 
(DOA Xtreme Beach Volleyball). . . All / Some / None 


Role-Player's Realm . . . All / Some / None 
ProStrategy (The Getaway) . ...... All / Some / None 
Code Vault All / Some / None 


do A RR RR ج‎ 


Ao A ч 


How would you rate the new Loading... section? 
OFavorably О Unfavorably Ol liked it the old way 


How would you rate the new ProReview format? 
CIFavorably O Unfavorably Ol liked it the old way 


What game system do you plan to buy in the next 12 months? (Pick only one.) 
OGame Boy Advance О Macintosh OPlayStation 2 

О Сате Boy Color O Nintendo 64 OPS one 

О GameCube PC/Windows О Xbox 


Did you buy this issue because Splinter Cell was on the cover? 
O Yes ONo 


Il us what you THINK! 


Or fax it to: 


Or e-mail your s 


Please indicate which of the following publications you purchase or read at least 
ө six times per year: 
CJ Computer О GamePro О Official Xbox Magazine 
Gaming World OGMR OPC Gamer 
D Electronic D Maxim Г1Р$Е2 
Saming Monthly (EGM) O Nintendo Power PSM 


DESPN Magazine O Official PlayStation T Sports Illustrated 
О Game Informer Magazine (OPM) OTips & Tricks 
О Game Now 


Would you like to see expanded editorial coverage on the following: 
«Mes eS 
Arcade Games Yes .......No 
Audio Systems for Consoles . . . Yes .......No 
Cell Phone Games Mes serer NO 
Consumer Electronics (DVD, MP3, etc.) . «Жез OPERE No 
DVD Movies Yes ‚Мо 
Game Developers ... Үев.......Мо 
Game Peripherals . . Yes .......No 
Handheld Games .. .. Yes .No 
japanese Games .. . ..Yes ‚Мо 
Online Games . Yes ‚Мо 
PC Games mo 


Pick six games below that you would like to see on a GamePro cover: 
Daredevil Gran Turismo 4 Silent Hill 3 

Deus Ex II Halo 2 C Sonic the Hedgehog 
_]DOA Xtreme C The Hulk О Soul Calibur 2 

_ ‘Beach Volleyball [Ninja Gaiden C StarCraft: Ghost 

C Doom III Pitfall Harry [J Star Wars Galaxies 


Driver 3 C Pokémon Ruby/ О Tomb Raider: The 
О Enter the Matrix Sapphire Angel of Darkness 


C Final Fantasy ХІ О Red Dead Revolver WWE Raw 2 
Final Fantasy X-2 Resident Evil 4 


How did you get this copy of GamePro? 
О Subscribed 

ПРигсһавей at the newsstand 

Other 


Have you ever visited the GamePro website (www.gamepro.com)? 
O Yes ONo 


Do you play or plan to play online games with the PS2, Xbox, or GameCube? 
PS2: Yes ОМо Xbox: Yes ONo GameCube: О Yes No 
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COMING NEXT ISSUE... 


* Yu-Gi-Oh! 
Duelists of the Roses ( 


* The Sims © С 
* StarCraft: Ghost 


ProStrategies! 


Grand Theft Auto: 
p» Vice City e 
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Change home run trots into walks of shame. 
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Our goal is to preserve classic video дате magazines so that 
they аге not lost permanently: 


People interested in helping out in any capacity, 
please visit us at retromags.com. 


No profit is made from these scans nor do we offer anything 
available from the publishers themselves: 


Ifyou соте across anyone selling releases from 
this Site please do not support them and do let us know: 


Thank you! 


